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Prepare Yourself for the 
Ultimate 3D Slugfest 



Ass-stompin' aliens have landed, and the humans sud- 
denly find themselves atop the endangered species 
list. The odds are a million-to-one, but Duke Nukem 
knows what's got to be done — KICK ALIEN BUTT! 



,\ FANTASTIC 3D REALMS, with stunning, realistic 

graphics, await you as you thrash aliens through the 
streets of L.A., out to an orbiting space station, and 
onto the surface of the moon itself! 

,% INNOVATIVE BUILD 3D™ ENGINE TECHNOLOGY 
lets you explore an interactive, fully virtual world of 
towering skyscrapers, deep canyons, and murky 
bodies of water — complete with sloping sur- 
faces, realistic earthquakes, functional subways, 
and many never-before-seen special effects. 



,\ ARMED TO THE TEETH, you brandish your fully 
automatic sidearm, rocket launcher, pipebombs, 
and an assortment of awesome hi-tech weaponry 
that'll make your bones rattle and send the alien 
bastards to a bloody grave. 



FULL MOVEMENT CONTROL lets you run, jump, 
crawl, swim, and jetpack your way through hostile 
environments as you look up and down from any 
vantage point to survey the situation around you. 



» ? » DYNAMIC COMM-BAT™ SYSTEM lets you duke it out 
one-on-one via modem, and enables up to 8-player 
battlefests over your network. Also, send prerecorded 
taunts to your human opponents via Duke's unique 
REMOTE RIDICULE SYSTEM™. 



»\ TOTAL IMMERSIVE ENTERTAINMENT is guaranteed by state-of- 
the-art 3D graphics (including optional SVGA hi-res modes) and 
hot 3D sound FX and stereo music. 

In Duke Nukem 3D, you can't avoid steppin' in the blood. * 

*Just don't drop your gloves! 



Developed by 3D Realms Entertainment. Distributed by FormGen, Incorporated. 
All rights reserved. All trademarks are the property of their respective owners. 




WWW Site [http://www.3cirealms.com] CIS (Keyword REALMS) Software Creations BBS (508) 368-7036 
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■ THE MOST IMMERSIVE CONSUMER VIRTUAL REALITY SYSTEM 



' SUPPORTED BY MORE GAMES THAN ANY OTHER VR PRODUCT 
l •« HANDHELD CYBERPUCK* CONTROLLER 



' VIP " CARD SUPPORTS UP TO 1 25 PERIPHERALS 



' PATENTED QUICK-RESPONSE HEAD TRACKING 





VfxI 

HEADGEAR 




For IBM PC compatibles. 

phone (716) 427-8595 
fax (716) 292-6353 

America Online": Keyword: FORTE or VFXI 
CompuServe 3 : GO FORTE 
Internet: SALESeF0RTECH.COM 

Check out the Dark Forces demo on the LucasArts website at httpAAWW.lucasarts.com. 



• COMFORTABLE ERGONOMIC DESIGN 



• HIGH-FIDELITY STEREO HEADPHONES 



• BUILT-IN MICROPHONE 



' ONE YEAR WARRANTY 



I WINDOWS 95 COMPATIBLE 



© 1995 Forle Technologies. Inc. Screen images © Lucosfilm Lid ond LucasArts Entertainment Company. All rights reserved Used under authorization 

Star Wats ts 0 tegistered trademark and Dark forces is a trademark of Lucosfilm Ltd The LuCdSArts logo is a registered trodematk of LucasArts EntertGinment Company, 




The Forte VFX1 HEADGEAR 



Virtual Reality 



System 



makes computer games like Dark Forces incredibly realistic 



THE FORTE VFX1 HEADGEAR 
VIRTUAL REALITY SYSTEM 
HAS A FLIP-UP 
S M A R T V I S O R FOR WHEN 
THINGS GET TOO INTENSE. 



IF ONLY LIFE HAD THIS 
FEATURE. 



Which is why we gave it a SmartVisor that flips up to get you 

back to reality fast for those times you don't foel like getting 
blown away by Imperial laser fire — in stunning, hi-res 3-D. 
Witness foi yourself why K Magazine called Hie Forte VFXI HEADGEAR 



"the coolest peripheral you can buy for your PC." 



it at any li n.ir.'dibla Univui^c- sloiu. 

Or call for the retailer nearest you. 
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A VETERAN ASTRONAUT. 



An adventurous reporter, 



A DISTINGUISHED SCIENTIST. 



A MYSTERIOUS ASTEROID. 



On the surface, 



NOTHING IS WHAT IT SEEMS 
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The greatest mystery of all awaits. 



FOB PC UNO MRCIHTOSH CD-ROM • NEARLY 210 LOCHIAS 10 HUNDREDS OF PUZZLES 
HUH ROBERT PRTRICH OF T2 RS THE VOICE OF BOSTON LOW • DIRL0G0E BY SCI-FI R0THOR ORSON SCOTT CARD 
'JUL EFFECTS BY IN0OSTBIAL LISHT B MAGIC • WINODWS 35 COMPATIBLE • NOVEL AVAILABLE FROM WBBNEB BOOHS 
SOUNDTRACK AND DEMO ON ANGEL HECOHDS • STHRTEGY GDIDE AVAILABLE FBDM INFOTAINMENT WORLD 



CHECH OUT THE DIG INTERACTIVE DEMO IN SELECT MAGAZINES AND DETAIL OUTLETS OB VISIT THE DIG HOMEPRDE AT Mfp://U]lDllJJucasarTs.coiii 

me © IMS Liasftts WalMBMI ttraaa fill W& Reseived Used Under flutiioicitira he fiio Ml PS die mmm of Liosfliis [niertaimeni Companq. Us LucasRrls logo is a cegisrered trademark of Lucasflits fnteiliiroem Coupsou ifflJSf I S. Went No. 
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1996 Flight Sims 
Aim High 



From the earliest biplanes to 
the latest high-tech mod- 
ern jets, the newest flight 
sims are all jockeying for 
air time. Denny Atkin hops in the virtu- 
al CGW stealth fighter to return with 
classified shots and information for 
your eyes only. 





62 Cover Story: 
Mil Mi-24 Hind 



The AH-64 Apache may 
epitomize agility and elec- 
tronics, but its Soviet 
counterpart uses brute 
force. Take this test flight with 
Interactive Magic's new missile-heavy 
helicopter sim and see how they fly 
behind what's left of the Iron Curtain. 



Sid Meier's classic Civilization 
goes multiplayer, and the CGW 
editors vie for world domina- 
tion-only for research purpos- 
es, you understand 
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Denny Atkin, CS's 
Features Editor and resident 
simulations fan(atic), is a vet- 
eran computer gamer and 
former editorial staffer at 
Compute! and OMNI. His 
nassinn fnr flinht sims naifi 


cool 7.8Gs and even manning the Eagle's 

rrintryilc Honrn/ rptnrnprl tn Farth wihprp hp 
UUiiUUio. uciitiy loiuincu iu Lai u i vviicic lie 

continues to walk on clouds and keep his 
experience quiet to avoid "1 hate you" com- 
ments from fellow sim fans. When asked what 
he'd like to do next, he answers with a mania- 
cal grin, "after that, anything else is gravy." 
He would like to go to space someday, 
though some might claim he's already there. 


1 off in October, 1994, when the Air Force took 
1 him for a ride in an F-15D. After pulling a 






f 


Jeff James, CGW 

action games columnist, is a 
long-time contributor to the 
magazine. His affinity for 
action games, such as Duke 
Nukem 3D and Earthworm 
Jim, is matched by his admi- 


ration for strategy and wargaming classics 
like X-COM and Panzer General. This schizo- 
phrenic combination of game preferences 
results in Jeff (and his aging-Generation X 
reflexes) being regularly taunted by steely- 
eyed eight-year-olds during bouts of Mortal 
Kombat 3 at the local arcade. 










[Martin Cirulis, "a 

grumpy old gamer" by his 
own admission, hails from 
Vancouver, Canada. Since 

I discovering computer gam- 
ing on a TRS-80, he has 

I retired four generations of 


computer systems. At one time he was indoc- 
trinated in the black art of programming, but 
turned his back on it in the name of Science 
Fiction literature, which he continues to write 
when he isn't knee-deep in game reviews. His 
game design motto: "If there ain't no dice, 
there ain't no game." 




Arinn Dembo was born 
in 1970, after attending 
Woodstock during the sec- 
ond trimester of her moth- 
er's pregnancy (draw your 
own conclusion). She was 
first thrown out of a court- 



Christopher Breen 

has played Mac games so 
long that he's developed the 
ability to convert monitor 
emissions into fructose, 
which lengthens his playing 
' time while cutting down on 



Malstrom's 

effect on CGW has been sin- 
gularly monumental. As Art 
Director (or Alcohol Director, 
depending on the circum- 
stances), Eddie is the chief 
I architect of the magazine's 
I redesign, the CGW Web site and the cover 





room at the tender age of four weeks, when 
the judge felt she asserted an undue influence 
on the jury. As a result of a youth spent in 
pool halls, pinball alleys and video arcades, 
she is qualified to review games, smoke cig- 
ars and exercise all the other privileges of a 
tattooed lady. 



food costs. Co-author of the Macintosh Bible 
Guide to Games from Peachpit Press and 
contributing editor to MacUser magazine, 
Breen believes that following the Tao of Apple 
will lead to his appointment as Secretary of 
the Interior someday. In the meantime he is 
able to communicate with PC users. 



CD-ROM. Before joining the staff last year, 
Eddie designed CD-ROM Today, PC Gamer 
and The Net magazines. Although he spends 
most of his time with Quark, Adobe 
Photoshop and Illustrator, he also enjoys play- 
ing action and golf games on the computer, 
and when he tires of all the electron beams, 
he plays with his baby daughter, Rachel. 



mini! 








/(It 




\ 


s 

] 


Ml 




-H 










r 

J_ 




JJiT 



PUBLISHER 

Jonathan Lane 



Editor-in-Chief 
Managing Editor 
Features Editor 
Reviews Editor 
Technical Editor 
Associate Editor 
Associate Editor, News 
Assistant Editors 

Editorial Assistant 
Contributing Editors 



Founder 



Johnny Wilson 

Ken Brown 

Denny Atkin 

Terry Coleman 

DaveSalvator 

George Jones 

Jill M. Anderson 

Allen Greenberg 

Elliott Chin 

Kate Hedstrom 

Scorpia (Adventure Games) 

Alan Emrich (Wargames) 

Charles Ardai (Interactive Fiction) 

Loyd Case (Technology) 

Martin Cirulis (Science Fiction) 

Paul Schuytema (Game Design) 

Russell Sipe 



DESIGN 

Art Director Edwin C. Malstrom 
Graphic Artist Jack Rodrigues 

PRODUCTION 

Production Manager Steve Spmgoia 
Production Coordinator Kim Smith 

HOW TO CONTACT THE EDITORS 

Address questions and teedback to CG Editorial, 135 Main St., 14th 
Floor, San Francisco, CA 94105. Or you may contact us via: 
Phone: (415) 357-4900 
Editorial Fax: (415) 357-4977 
CompuServe: (76703,622) 
America On- Line: CGW 
Prodigy: EXPT40B 
GEnie: CGW 
Internet: 76703.622@compuserve.com 
Web site: http://www.zd.com/~gaming 

ADVERTISING SALES 

Advertising Director 

LeeUniacke (415)357-4915 
East Coast District Sales Manager 

Cathy Conway (617)393-3691 

East Coast Sales Assistant 

JaymeAngeil (617)393-3681 

West Coast District Sales Manager 

Lynne Killey (415) 357-4925 
Account Representative 
Marci ^maguchi (415)3574920 
Marketing Coordinator 

Cathy Lin (415)357-4935 
Advertising Coordinator 
Linda Philapi! (415)357-4930 

HOW TO CONTACT ADVERTISING SALES 

Address inquiries to CG Advertising, 135 Main St., 14th Floor, San 
Francisco, CA 94105; or call (415) 357-4930, fax (415) 357-4999. 
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tries call (303) 604-7445 or fax (303) 604-0540, or write to Computer Gaming, P.O. 
Box 57167, Boulder, CO 80322-3131. The subscription fate is $27.94 for one year 
(12 issues). Canada and all other countries add $16 for postage. Airmail subscrip- 
tions are $78 per year. Canadian GST registration number is R140496720. Payment 
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USE YO 
OR LOS 






The original cinematic action 
adventure game, 
where engrossing game play 
meets Blade Runner-style action. 

Plunge into this surrealistic 3D 
world where dozens of 
characters propel you through 
mind expanding challenges, 

to one shocking conclusion! 

For Macintosh and PC Windows® 
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http://www.burncycle.com 



Let The Games 




WIZARDRY GOLD 

The upgraded and enhanced version of the 
best role-playing game of all time. Now 
available for the MAC, Win 95 & Windows 3.1. 
New SVGA graphics, interface & sound track. 
Yes! you can import your existing parties. 



SHADOWS OVER RIVA 

The sequel to the 1994 Role-Playing Game of 
the Year. Featured on the cover of PC Gamer 
Magazine, Shadows Over Riva will be the most 
anticipated adventure / RPG game of 1996 and 
an instant hit! 



A gJWfog t— 
Ailvcnfuro 



DEADLY GAMES 

Experience the intense challenge of single and 
multiplayer tactical strategic combat. Upholding 
the standard set in Jagged Alliance, Deadly 
Gamestakes it to a new dimension. With Single 
Scenarios and Campaigns, new weapons, new 
meres, enhanced interactions. Scenario 
Editors, plus more... 

NEMESIS 

An enormous undertaking in game develop- 
ment. Exploration, combat, cinematic 
sequences and puzzles unlike anything you've 
encountered. Sirtech pulls out all the stops on 
Nemesis. 



I. I /. L"\.. L :/„_".( 



Begin... 



FREE POSTER! 

Pick up your free USA Bobsled poster when you pre-order 
Wizardry Gold at Electronics Boutique, Babbages, Software Etc. 
and other participating retailers during the month of February, or 
mail in your proof of purchase dated January 1 ,1 996 or later for 
DRUID-Dcemons of the Mind or Wizardry Gold. Offer valid while 
supplies last or through April 30, 1 996. 




P0 Box 245, Ogden 
Tel: (800) 447-1230 Fax: 
E-Mail: 76711.33@COMPUSERVE.COM 



over three seconds. 



Circle Reader Service ft 162 



JUST THE FAQS 

A 



shese are answers to some of the most-frequently asked 
questions from our readers. We offer this as a service so 



that you won't keep sending us nasty email asking how to get 
the CD-ROM. But we won't hold our breath, either... 





What's On The 
CD-ROM? 

A typical demo disk displays a 
series of mundane point-and-click, 
wait-and-watch exercises. Our CD- 
ROM has things to Do and Use. 
You can try out games, play scenar- 
ios, update patches to fix games 
you already own, and print out orig- 
inal 256-color comics in 
full-size artist's panels. 
This is the definition of 
INTERACTIVE. 

This Month's 
Hot Picks and 
Features... 

This month, we've coordi 
nated the contents of the 
CD with the magazine. 
Once you've read the 
flight-sim round-up feature and 
gathered some useful tips, you can 
download the Su-27 Flanker sce- 
nario and watch how our expert 
flies the mission. (Remember, you'll 
need a com- 
mercial copy 
of Su-27 in 
order to use 
the scenario 
and view the 
mission.) If 
you don't 
have Su-27, 
you can still 
practice take- 
offs and land- 
ings in 
FormGen's 

entry-level flight sim, Black Knight. 
After your warm-up, you can log on 
to America Online and play 
Warbirds in real-time head-to-head 
combat with other air warriors-all 
from the "CG"-ROM. 
Also on the CG-ROM, you'll find 
interactive demos of SSI's Age of 
Rifles, Front Page Sports Football 



96 by Sierra On-Line, and Maxis' 
FullTilt! Pinball. As usual, we've 
also included product demos- 
some interactive, some merely 
teasers-from our advertisers. 



How Do I Use It? 

Our CD is Windows 3.1 and 




Windows 95 compatible. If you have 
Windows 95, installation is a 
breeze-our CD is Autoplay 
enabled. Just "lock 'n' load" and it 
will start automatically. Otherwise, 
boot your computer in Windows 
3.1, pop the CD into your drive, 
select RUN from the Program 
Manager's menu and type D:\RUN- 
ME (where D is the letter of your 
CD-ROM drive) to run it straight 
from the CD. To create a Computer 
Gaming World program group on 
your Windows desktop, type 
DEINSTALL. If you've installed one 
of our CDs in the past, the new 
installation will use the previous 
icon group. After installation, navi- 
gate by pointing and clicking just 
as you would in any other Windows 
program. 

How Do I Get The Su- 
27 Scenario? 

To copy the Su-27 Flanker sce- 
nario, click on its icon in the CGW 
Extra main screen and follow the 
instructions. Remember, you must 



have a copy of the game in order to 
employ the scenario. 

How Do I Get The 
Demo Files? 

To access the featured demos, click 
on EDITORS' HOT DEMO PICKS, 
then click on the title you want to 
see and follow the instructions. To 
get product demos, click on 
PRODUCT DEMOS and go 
to either 

Action/Adventure to view 
Treasure Quest, 11th Hour: 
The Sequel, FullTilt! Pinball, 
and Cyberia 2; 
Strategy/Simulation to 
preview SimIsle, SpaceBucks, 
Jet Fighter III, and Star 
Ranger; or 

Classics/Sportstosee 
Hoyle Classic Games, HardBall 5, 
and NCAA Championship 
Basketball. 

How Do I Get The 
Patch Files? 

Click on PATCHES from the MAIN 
MENU, then read the text window 
for instructions on copying the files 
to your hard drive. Follow the 
instructions for any files on the CD 
and you're set. 

How Do I Get The 
CD-ROM? 

Newsstand issues now come in two 
flavors: with or without the CD. 
Both versions are clearly marked- 
if you can't find the version you 
want in the store you frequent 
encourage your retailer to carry it 
(or subscribe to ensure you receive 
your copy every month). To sub- 
scribe, call 800-827-4450 (or 212- 
503-5008), and specify that you 
want the CD-ROM version. To 
order back issues, call 303- 
666-7000. 
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How Do We Classify 
Games? 

Action/Arcade (AC): The 
emphasis is on hand-eye coordina- 
tion and reflexes, usually emphasiz- 
ing fast play over story or strategy. 

Adventure (AD): Games where- 
in you control an alter ego and 
move through a storyline or 
sequence of events, where puzzle- 
solving takes precedence over con- 
versation and combat. 

Classics/Puzzles (CP): 
Classics are old stand-bys and par- 
lor games that appeal to many dif- 
ferent types of gamer. Examples 
include: Backgammon, bridge, chess, 
Monopoly, parchesi, Risk, and 
Solitaire. Puzzle games are com- 
puter games which emphasize spa- 
tial relationships, word games 
and/or problem-solving without 
requiring gamers to follow a story- 
line. Examples would be: Shanghai, 
Tetris and Zig-Zag. 

Role-Playing (RP): RPGsarea 
subset of adventure games, but 
stress character development, often 
through improving stats or other 
attributes. Conversations with non- 
player characters (NPCs) and tacti- 



cal combat are generally more 
important than in Adventure games. 
Finally, the game world tends to be 
large, and the plot less linear, often 
with some quests/treks outside the 
main storyline. 

Simulations (SI): Highly realis- 
tic games from a first-person per- 
spective: you may drive a realistical- 
ly simulated race car, fly a military 
aircraft with a meticulous physics 
model, or swoop through a 
detailed sci-fi environment. Usually 
polygon-filled technology is used to 
build the simulated world on the fly. 

Sports (SP): The sports game 
category is a broad genre which 
includes action (NBA Live) and 
strategy games (Front Page Sports 
Football Pro) based on sports. 

Strategy (ST): Problem-solving, 
short- and long-range planning are 
the keys here. These games almost 
always emphasize resource and risk 
management. This genre includes 
conflict-based sci-fi and fantasy 
games (X-COM, Outpost, MOO), as 
well as "pure" strategy games and 
"software toys" such as SimCity. 

Wargames(WG):Asubsetof 
strategy games, these recreate his- 




Outstanding: The 

rare game that gets 
it all right. The 
graphics, sound, 
and gameplay 
come together to 
form a 

Transcendent 
Gaming 

Experience. Our 
strongest buying 
recommendation. 



! 
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Very Good: A 

high-quality game 
that succeeds in 
many areas. May 
have minor prob- 
lems, but is still 
worth your time 
and money, espe- 
cially if you're inter- 
ested in the subject 
matter or genre. 



Average: A mixed 
bag. Can be a 
game that reaches 
for the stars, but 
falls short in signifi- 
cant areas. Can 
also be a game that 
does what it does 
well, but lacks flair 
or originality. 



Weak: A game 
with serious prob- 
lems. Usually 
buggy, seriously 
lacking in play 
value, or just a 
poorly-conceived 
game design— and 
you will want to 
think long and hard 
before buying it. 



Abysmal: The rare 
game that gets it all 
wrong. This is 
reserved for those 
products so buggy, 
incomplete or val- 
ueless that you 
wonder why they 
were ever released. 



torical conflicts from a command 
perspective. They may be tactical, 
operational, or strategic, and stress 
anything from logistics and firepow- 
er to morale and leadership. They 
may be simple (Panzer General, 
Empire II) to incredibly detailed and 
complex (Pacific War). 

What Is Your Reviews 
Policy? 

1) We only review from the final 
copy of the game. Though it has 
become popular among PC gaming 
magazines to review from late beta 
copies, we feel that the reader is 
best served by having the reviewer 
look at the same copy of a game 
that the readers will find on the 
shelves. While we recognize that 
this causes some delay in coverage, 
we believe the reader is better 
served by such caution. 

2) We expect our reviewers to fin- 
ish the game. We want our readers 
to be assured that we do not review 
based on immediate or early 
impressions of a game. Our review- 
ers give a game ample opportunity 
to show its quality. In some cases, 
bugs make it impossible to finish a 
game, but we identify situations 
where that has occurred. 

3) We make every effort to match 
the reviewer to the game. We take 
into consideration the preferences, 
background and possible biases of 
the reviewer and, where possible, 
we find people with actual life 
experience or special backgrounds 
that match a game. We believe this 
policy enhances both the credibili- 
ty of the review and the enjoyment 
of gameplay when the real world 
and the game world are compe- 
tently compared. 

4) We do not accept free travel 
from software or hardware compa- 
nies. We believe such gifts have a 
tacit assumption of coverage 
attached to them. We will only 
cover such events/launches as we 
believe will benefit our readers. 
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rebuilding 
ivy Hall using the 
tools in my kitchen. 





Rome wasn't built in a day. But my clients think a 
Aspire. To Do More. 

building can be. Luckily, my new Acer® Aspire'" 

helps me do the impossible. If I need to be across 



town at a planning meeting, Aspire's |; 




integrated speakerphone puts me 
right in the boardroom. But, I 



can still be at my desk at home, 



working on a materials budget at the same time. 
In fact, Aspire is loaded with features that help 

me get things done. Like the full color, CD-ROM 
A few more things 

multimedia presentation that wowed the City 
/ can do with my Aspire: 

Council, and got me into this mess in the first 
Do environmental studies. 

place. Acer must understand I'm busy, because 
Negotiate the best prices. 

they simplified setup and preloaded all the soft- 
Keep tip with architectural news. 

ware. I didn't have much more than the five 
Search for interior designers. 

minutes it took to get Aspire up and running. 
And cruise around the Internet. 

But now I've got all the time in the world to 

build my career from the ground up. 



Acer* {♦ Everything You Aspire To. 
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processors. Spetili tat ions >. 
information and details on 
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For the location of the Acer Aspire dealer nearest you, 
call 1-800-529-ACER. Or visit us on the World Wide Web 
at http://ivww.acer.com/aac/ 



You're only doing this for 
the cause of freedom and justice... 




OF COURSE, BURNING THE FLESH OFF 
THEIR BONES IS A BIG PLUS! 



"Crusader: No 
Remorse plays 
great and looks 
even better. It's 
our game of the 
month. Game 
play — 5 stars." 
— Electronic Entertainment 



"The best death 
scenes ever seen 
in a game!" 

— PC Entertainment 



"ORIGIN has 
created the most 
graphically stun- 
ning game world 
I've seen." 

— Computer Gaming 
World 



"This is, without 
a doubt, one of the 
best action-adven- 
ture titles of the 
year! — 93%" 
— PC Gamer 
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Do Nice 
Guys Always 
Finish Last? 



The Health of the Entertainment 
Software Industry 



As one of the 
"old guys" in 
the computer 
game busi- 
ness, I'm 
often asked 
my perspec- 
tive on the 
health of specific companies, the 
heartbeat of the industry, and my pre- 
dictions for the future. I figure that's 
not bad for someone who predicted 
Myst was a pretty little toy that would 
do slightly better than break-even, and 
though I loved the original SimCity, felt 
that the total market for the game had 
to be less than 10,000 rabid strategy 
gamers like myself. 

Of course, they're probably think- 
ing of the number of times I got it 
right. Modesty would preclude a 
recitation of my "bullseye" list 
and honesty would merely 
allow that I sit in a privileged 
position. Anyone who listens 
and observes from my seat 
can look smarter than they 
are. People tell me facts and 
rumors. Then, my conspiracy buff 
mind assembles those truths and 
half-truths into an amazing web of 
industry intrigue. I bounce the wild 
stuff off my colleagues and they ask 
me questions so that I have to 
defend my assertions. This surgical- 
ly removes the most improbable 



material from my deductions and 
enables us to distill a potent brew 
that is usually surprisingly close to 
the truth. 

For example, it didn't take too 
much evidence to deduce that 1995 
was going to be a tough year for 
Acclaim Entertainment. The console 
game market was already going soft 
and the company had just lost its 
exclusive relationship with Williams, 
the coin-op company who brought 
us the original Mortal Kombat and 
NBA Jam. Add to that the fact that 
this company had made its bones 
on side-scrolling, fighting games 
and platform games on the console 
machines while the market was 
turning to the personal 
computer platform to fill in 
revenue gaps until a next- 
generation machine became 
dominant. The future 
didn't look bright, even 
though many financial 
analysts were still looking 
at the glory days of MK and saying 
Acclaim was unstoppable. It should- 
n't be any surprise that Acclaim 
experienced the price drop over 
1995 that is described in this 
month's READ. ME section. Indeed, 
it surprises us that it didn't drop 
more. 

It also didn't take too much evi- 
dence to figure Spectrum HoloByte 




► U They 
thought the 
software 
industry was 
the same as 
the toy indus- 
try, forgetting 
the most 
vital market 
statistic- 
computer 
gamers are 

adults, yy 

was going to have a tough year. The 
venture capitalists who had helped 
Spectrum remove itself from a 
messy entanglement with the late 
Robert Maxwell's house of cards 
managed to fill the software maker's 
management with a lot of execu- 



tives who didn't/don't understand 
software development. They thought 
the software industry was the same 
as the toy industry, forgetting the 
most vital market statistic imagin- 
able-computer gamers are adults, 
while toys are largely targeted 
toward a younger market (Nerf 
weapons and a few other excep- 
tions to the contrary). This 
inevitably resulted in two costly and 
fairly predictable results: 1) defect- 
ing or decimated design teams 
which led to 2) delayed and poorly 
received products (need we spell 
out Across the Rhine, Falcon 4, 
Magic: The Gathering, and Top 
Gun?). Their STTNG product has 
done well, but not enough to stem 
the tide of quarterly losses. No won- 
der you'll see the losses reported in 
READ.ME. 

Then, there was Atari-the one- 
time reigning monarch of the video 
game market. Without enough 
Jaguar developers, Atari's hope for 
a next-generation machine has not 
really captured the market. Without 
that market dominance, the compa- 
ny finds itself falling back on old 
stand-bys. They have brought back 
former Tengen (Atari Games) execu- 
tive Ted Hoff from Fox Interactive to 
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The world's great Men-of-War sail 
again ... and you're in command! 

S£ 
tep aboard Avalon Hill's new Wooden Ships & 
Iron Men and take command of the mightiest 
American, British, French and Spanish 
warships deployed during the American Revolution 
and Napoleonic Eras. 

Outmaneuver your opponent and rake him with your long 
guns and carronades. Then close the range, grapple your 
ship to the enemy's and capture him by boarding action. 

Lead Admiral Nelson's fleet into battle at Trafalgar hi his 
beloved Victory. Take on the Sempis with John Paul Jones' 
Bonhomme Richard. Choose from 17 historical ship-to-ship 
and fleet scenarios or Design Your Own! Also included is 
"The Campaign Game" which tests your mettle and tactical 
acumen in realistic naval engagements that shaped a 
glorious new country. 

Awash with naval drama and suspense, 
Wooden Ships & Iron Men can be played solitaire, 
"hot-seated" with a friend on the same computer, or play 
via E-mail against an opponent oceans away. And when 
you take command, just remember . . . 

Don't Give Up the Ship! 

X 

Wooden Ships & Iron Men (Order No. 4070959) runs on 
IBM PC CD-ROM and compatible systems and can be 
sighted at leading computer game stores: Babbages, Best 
Buy, CompUSA, Computer City, Egghead, Electronics 
Boutique, Fry's, Micro Center, Software Etc., Walden's 
Software, and independent retailers worldwide, or call 
1-800-999-3222. Ask for dept. CG W12. 
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Experience 3-dimtmsional action. 




Check the status of your hull, guns, 
sails and crew. 



The Avalon Hip Game Company □ 5 
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create Atari Interactive, a division they 
hope to build on the back of their 
classic coin-op and console games. 
We know there is incremental revenue 
to be gleaned from these old shovel- 
ware packages, but we don't know if 
there is enough to fund a new divi- 
sion. (Apparently, this assertion was 
correct, since Hoff had 
left Atari Interactive 
by press time and 
the future of 
yMtfJS3-f both the 
division and 
Atari itself was 
in doubt.) It's really too bad for Atari 
that their strategic partner/investor, 
Time Warner, hasn't started to shift 
some of their assets to the cable tele- 
vision business. That's a new market 
where Atari could feasibly have an 
edge. 

The other major 
disappointment in 
stock price was 
Creative Technology, 
makers of the SoundBlaster sound 
card. This company has experienced 
phenomenal growth correlative to the 
sound card revolution, and its prod- 
uct line has become very much a de 
facto standard. Yet, it was almost 
inevitable that the sound card market 
would flatten due to the company's 
previous success in penetrating the 
market, and that it would go through 
a period where research and develop- 
ment expenditures would outstrip 
profit expectations. The company has 
weathered such a period, and now 
Creative hopes to 
duplicate in the 3-D 
graphic accelerator 
card market what it 
accomplished in 
the sound card 
market. If so, it 
could reverse this perfor- 
mance in the next year. 

On the up side, no one would have 
thought it bold to suggest that 
Broderbund would continue to ride its 
careful and focused product strategy 
into a near 30 percent gain in stock 






price or that 
Electronic 
Arts, the 
market 
leader in 

sports games on most platforms and 
parent of two of the hottest sub- 
sidiaries in game publishing (Origin 
and Bullfrog), would continue its 
aggressive growth pattern. EA's will- 
ingness to shift from platform to plat- 
form in order to maximize profit 
potential and its willingness to under- 
take promising ventures (like its 
recent Janes alliance and anticipated 
multiplayer web projects) means we'll 
see EA as a player for a long time. 

The biggest surprises were proba- 
bly Activision and Sierra. Yet, the lat- 
ter has benefited from: finally ship- 
ping some of its main titles which 
were using up development money; 
divesting itself of its unprofitable INN 
game network; and acguiring 
publishers like 
Impressions 
and Papyrus to 
fill out "holes" in the Sierra product 
line. Activision has largely turned 
around because of one big hit, 
Mechwarrior 2.-Just shipping this 
megahit transformed investors into 
believers who could suddenly see 
Spycraft, Zork Nemesis and Muppet 
Treasure Island landing Activision 
into a welcome sea of black ink filled 
with dollar "sine" waves. 

Add to this picture the new empha- 
sis on guality at Mindscape/SSI (now 
part of foreign-owned Pearson Pic) 
and the hypergrowth at Interplay 
Productions (with its MCA backing). 
Suddenly, the future looks pretty 
bright for the computer game busi- 
ness. Note that the Hollywood com- 
panies haven't come to dominate the 
market (or even be very forceful play- 
ers) and that 1995 was pretty good, 
indeed, to most of the companies in 
our business that have been here for 
10 years or more. Sometimes, the 
good guys do win. Personally, I'd like 
to see revenue outperform stock 
price in 1996.% 
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[STRATEGIC GANG WARFARE! 



2050: The city lies 
before you ripe for the 
taking. Your forces are 
ready to rip through 
it -killing, intimidating, 
bribing or extorting anyone 
who gets in their way. 
Victory Is assured . . . 
until this guy shows up. 

• Hire and deploy 70 different gangs 
as you conquer the future 

• Multiplayer compatibility for up to 6 
players over network and/ or modem 

• 50 new technologies to 
research from Kevlar Armor 
to Plasma Launchers 

• A strategic challenge for 
gamers of all skill levels 

• Multiple difficulty settings 
and scenarios 

• Excellent 'High Color' graphics 

Available for Windows 95 
and Macintosh 
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LETTER OF THE MONTH 



HEROIC OBSERVATIONS 

As a subscriber for 
years (and years), 
please keep up the 
good work. Your 
refusal to sugar coat game reviews 
continues to make the statement 
that you are an editorial publication 
and not merely an outlet for adver- 
tisers. 

I wanted to make two unrelated 
comments. The first is a caveat to 
prospective purchasers of Creative 
Labs AWE 32. It is not "backwards" 
compatible to earlier Sound Blaster 
games/cards. I have been 
extremely disappointed at 
how many of my recent pur 
chases lock up or produce 
no sound on my new com- 
puter. When I called 
Creative Labs for help, 
they told me my system 
was too fast! I loaned 
the same games to a 
friend who, at my sug- 
gestion, purchased the 
SB Pro with his 
Pentium 133 instead of the SB 
AWE32 card and the games work 
fine. Creative Labs is earning a rep- 
utation for letting its users work out 
their own problems. 

The second is on Jason 
Kapalka's review of Heroes of Might 
& Magic. (This game loaded and 
ran immediately. Thank you, New 
World, for writing the AWE 32 into 
your compatibility list.) The graph- 
ics are outstanding and the anima- 
tion clever and subtle-facial 
expressions change appropriately 
during combat.) Jason is right on 
with his evaluation that the game 
has reduced replayability and slight 
shortness in the manual's informa- 
tion. A number of important game 
aspects must be discovered by the 
player. His five-star rating was a bit 
high, but that's what makes the 
world a different place. 



With about 150 hours of playtime 
on Heroes, I would like to expand 
on a few aspects. The slow Trolls he 
mentioned are actually missile units 
and would never lose to archers 
one on one. Dwarves or Ogres 
would have been a better example 
than Trolls, Also, castles don't 
always start with two troop types: 
sometimes more, sometimes less. 
Leaders can sometimes be ran- 
somed in battle, so there is a possi- 
bility for "quarter." 

Gamewise, there are a few small 
glitches-such as gamemaps with 
inaccessible 




resources and 
one especially frustrating area that 
permits your group to sneak past 
the ghosts on the way into a cul-de- 
sac, but not on the way out. Until 
one learns to closely scrutinize 
areas, resources can be obscured 
by map features. In combat, the 
icon showing which spell your 
troop has been hit with can be cov- 
ered by a nearby companion. 
However, my biggest complaint with 
the game is the computer cheats 
which have rendered most scenar- 
ios unwinnable (read unplayable). 
As a calibrator, I completed two 
Panzer General campaigns with all 
Major victories except for a Minor 
victory in the American invasion. 
So, there's my perspective when I 
say that Heroes' Al is good. 
However, no amount of human tacti- 



cal skill can overcome the suspi- 
ciously rapid development of the 
computer and its ability to crank 
out high-level troops from new cas- 
tles. Jason is probably right on with 
his suggestion that the computer 
starts with more resources than its 
opponent— thus giving it the ability 
to grow quickly. Further, the com- 
puter never attempts to pick up an 
artifact protected by assassins and 
has an uncanny ability to proceed 
directly to your strongholds. Other 
questionable activity has occurred. 
Consequently, except for the tutorial 
scenario, only scenarios classified 
as LARGE offer any reasonable 
chance of winning. 
I The campaign feature 
' is an excellent plus. 
Unfortunately, I am making 
my last attempt to complete 
a full campaign this week- 
end. The last campaign sce- 
nario, thus far, has been 
f impossible due to the comput- 
er's ability to develop so quick- 
I ly- 

P New World has an excellent 

value game which could be 
improved with a "Daddy, can I 
play too?" selection, a random 
map generator, and (as could any 
game) improved Al — especially 
from the strategic standpoint. 

R. Jesser 
Marietta, GA 

Hmm, 150+ hours and it's not a 
live-star game? Wow! Makes one 
wonder how many hours you would 
spend on a "real" live-star game! 
Still, we have some good news lor 
you. New World is so pleased at 
how Heroes of Might & Magic has 
been received that they are working 
on an expanded version. In addition 
to the random map generator, an 
upcoming sequel will feature a con- 
struction kit lor making your own 
maps and campaigns. 



BILLIONTHS AND BILLIONTHS 
OF SECONDS 

I'd like to make an erratum to the 
article "Mother, What a Board!" 
(December, 1995). On p. 393, col. 3, 
1st paragraph, he mentioned "8 
nanosecond..." and spelled out 
"eight millionths of a second..." It 
should read "billionths of a second" 
because nano is a prefix for 10 9 , or a 
billionth times a specified time. 
Thus, in a nanosecond circuitry, a 
circuit processes pulses or wave- 
forms with rise and fall measured in 
billionths of a second or less. 

Gene M. Irasusta 
Hayward CA 

PROTECTION RACKET 

One of the aspects of CG W that 
I like the most is its honest ratings of 
games. (Some of the other maga- 
zines seem not to want to offend 
anyone and talk about each new 
game like it is the "greatest.") I do 
have, however, a problem with your 
game reviews when you 
say "Protection: 
None (CD 
must be in 
drive)". To me, 
this is a contra- 
diction in 
tenns. If the pro- 
gram checks for a 
specific CD in the drive, then it uses 
a Key Disk protection. This is the 
same 

protection as many 1980s games 
used and that consumers found so 
annoying. 

Kenneth Ballard 
Moraga, Ca. 

As we've noted before, sometimes 
this is key disk protection and some- 
times, it is not. Sometimes, as in the 

case of Gabriel Kmcht2: The 
BiiASr Within, the CD must be in 
the drive because the movie segments 




DO YOU HAVE WHAT IT TAKES 



to be a SUFBRHBRO?! 

If you think you've experienced everything that first-person games have to offer, you haven't tried CyberMage: 
Darklight Awakening. It's like stepping off the pages of a cyberpunk comic into a fantastic, 3-D world. 

CyberMage combines unparalleled visual realism in both VGA and SVGA with more weapons, more super- 
powers, and more places to explore than any other first-person game. 

In the thrilling CyberMage story, you're a novice superhero, the possessor of an alien Darklight Gem implant, 
trying to master your newfound powers and discover the secrets of your origin while on the run from your 
nemesis, the evil Darklight adept NeCrom. 

You'll have to know friends from foes as you fight your way through labs, cities, battlefields, caves and mystical 
temples. Each new scene is like a whole new world. 



26 distinctive creature and character types to 
encounter 

Drive tanks, pilot air cars, swim dangerous waters, 
blast off on jump belts or venture on foot 
Take part in epic battles, or slip subtly behind 
enemy lines 

Discover over 1 00 unique items, weapons and 
artifacts 

Compelling story line keeps pace with the action 

Includes the first issue of the CyberMage comic 
book from the Eden Matrix Press'" 



Get ORIGIN'S Official Guide to CyberMage 
[or all the answers and more. 




http://www.ea.com/origin.html 
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are played off the CD. At other times, 
the CD must be in the drive because 
the program looks for the CD as veri- 
fication. We understand that the lat- 
ter is a serious inconvenience when 
you've gone to all the trouble of copy- 
ing an entire CD to your hard drive. 
Yet, we think we are providing the 
information you need to avoid such 
egregious copyprotection when we 
tellyou whether it needs the CD to 
work or not. As we've stated before, 
it's not a good use of our time to study 
the directory structure and use all of 
the multiple installation procedures 
in a program to determine whether 
this is copy protection or merely a 
utilitarian consen>ation of hard disk 
space. We merely observe whether it 
requires the CD in the drive or it 
doesn't. 

MULTIPLAYER/ 
MULTICOPIES 

If you review a game that lias 
multiplayer capability, would you 
please let us know if a separate copy 
of the game must be bought for 
each player to play? COMMAND AND 
Conquer, WarCiuft, and 
WARCRAFT 2 was not a problem, as 
they allowed you to play multiplayer 
with only one person buying the 
game. My roommate and I have our 
computers hooked up null modem, 
and really like playing multiplayer 
games, but do not like buying two 
copies of the same game! 

Also, I was thinking of buying a 
sports game, and cannot decide on 
whether to get John Madden 
Football 96, or NHL 96. 1 like 
football and ice hockey equally well. 
I just want the better sim. 

Blake Ringholz 
Pensacola,FL 32514 

We sure would and already do. If 
you look in the Basic Information 
provided with each review, you'll see a 
topic called, "Protection. " If the prod- 




uct requires you 
to have multiple copies, 
as opposed to using the 
"spawning" technology of 
Warcraki; it will say (as does the 
information provided with our 
GvNei' review) "one CD required 
per player". As for which sports game 
to buy, most of us would opt for NHL 
'96. it is clearly the winner in the 
hockey category, while some football 
fans would argue that FRONT PAGE 

Sports Football-. Pro is still the 
game of choice. 

YOU REALLY LOVE US! 

I just wanted to take the time and 
tell you what an excellent gaming 
magazine you have! I just recently 
started a subscription and wanted to 
let you know I am thoroughly- 
pleased. In the past I have read other 
computer gaming magazines and 
none of them come close to the pro- 
fessionalism and the outstanding 
information your magazine holds. 
Keep up the good work and thank 
you for giving me more than my 
moneys worth. 

James Cassity 
Wilmington DE. 

NO VGA VAPORWARE 

I have just finished reading the 
article "The Fire Between The 
Stars" in your Jan. '96 issue. I have to 
admit I found the article, over all, 
pretty good with a notable excep- 
tion. There were several references 
to VGA Planets 4.0 and "hinting" 
that it is vaporware and was expect- 
ed to be out in 1995. If the author 
had taken the time to check in on 



Tim Wisseman s BBS, the 
alt.games.vga-planets 
usenet group and/or the 
AOL forum area, he would 
have realized VGAP in 
1995 was dedicated to the 
development of WIN- 
PLAN (planets 3.5). Anew 
windows-driven interface, 
this is a prelude to 4.0. It 
was also a year that saw the 
development and release 
of the NEW 3.2 HOST program for 
planets that greatly expanded the 
platform of VGAP, 

The expansion has allowed 
"hooks" in the host program that 
allow outside programmers to create 
expansion modules that run within 
the host, so that people can create 
new and exciting features to this 
beloved game (it has been in your 
top 50 forever). With the release of 
the new HOST and WINPLAN 
came the release of some add-on 
software by Dan & Dave (I am 
Dave). We added five new modules 
to VGAP that have proven very pop- 
ular and have extended the payabili- 
ty and life of VGAP a great 
deal.Working with Tim, I also creat- 
ed a complete user manual. A huge 
129-page manual for the game. And 
a quarterly newsletter dedicated to 
the VGAP Players. All of which have 
been well recieved and have 
enhanced the game itself and the 
amount of enjoyment that can be 
gained from it. 

As a contributor to VGA Planets 
4.0, 1 can tell you it is well into devel- 
opment now that WINPLAN was 
put to bed. I have already designed 
over 15 NEW races to be used in the 
new 4.0 system. 4.0 is not vapor- 
ware. Code is being written and I 
have written requirement docu- 
ments for it myself 

Dave Killingsworth 
Durham, CA 



Frankly, we have always been sup- 
porters of VGA Planets. Not only 
did we commit two strategy articles to 
it in addition to the review, but those 
"out of print" articles are now back in 
print on our web page and on our 
electronic edition on AT&Ts 
Interchange edition of Computer 
Gaming World. Unfortunately, not 
only did we not receive a copy of 
WinPlan prior to the article, we still 
haven 't received one. If we had 
received a copy ofWlNPLAN, we 
would have reviewed it. It is some- 
thing our readers would have wanted 
toknowabout. We print your letter to 
provide information and regret the 
confusion. 



The Credit Department 



Thanks to Pascal Ode, 
Meylan, France, for last 
month's tip on Steel Panthers 
(Allen Emrich, page 208). If 
you'd like to swap SP tips 
with Ode, you can contact him 
by e-mail at 100257.1375® 
compuserve.com or visit his 
Web site at http://ourworld. 
compuserve.com/homepages 
/POde. 

We welcome your gameplay 
tips, and will credit you with 
them in the CG Tips section of 
each column. Please mark 
your tips "CG Tips" and direct 
them to one of the addresses 
below. 

You can reach Computer 
Gaming Worldby US. Mail at 
Computer Gaming World 
Letters to the Editor 
135 Main St, 14th Floor 
San Francisco, CA 94105 
To reach us by email, please 
send to: 

76703. 622@compuserve.com or 
CGW@aol.com. 
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Every spy has a 

breaking point 




What's yours? 



N COLLABORATION WITH 



WILLIAM COLBY 



FORMER DIRECTOR 



OLEG KALUGIN 



CIA KGB 



FORMER MAJOR GENERAL 



Unsurpassed film production enriches 
hours of realistic spycraft in a chilling 
world of intrigue. 



irsfTEUNK 



Gather intelligence online by linking to 
real websites and accessing up-to-the- 
minute information. 



Track the trajectory of an assassin's 
bullet, surveil double agents and intercept 
radio transmissions. 



As a CIA agent you defy life and death every day. Facing 
extreme situations like those William Colby (former CIA 
Director) and Oleg Kalugin (former KGB Major General) 
experienced in their high-profile careers. It's hard to 



p imagine what the pressure could do to you ... Butnow 

you don't have to. The moment death stares you in the face. 



you'll know exactly what kind of agent you really are. 
CIA. . .Russian mafia. . .or both. 



Introducing Spycraft: The Great Game, the first authentic spy 
thriller on CD-ROM. Featuring actual secrets from the real 
world of espionage, a true online gaming link and shocking 
global predicaments from today's front-page headlines. 



THE SPY HUNT IS NOW ON DOS AND WINDOWS® 95 CD-ROM. 




SPYCRAFT 

Tl — I EI ore: at game 



BEGIN YOUR SPY HUNT AT HTTP : //WWW.ACTIVISION.COM. 

IjjTV Aclivision a registered Uadernarkarid Spycraft The Great Game is a ML ^ML^I B » J| M ^BL^ k. M 

trademark af Activ]sian. Ire. © 1 935 Aclivision. inc. At! rights reserved. ^^fcff I I I IV I^^IK SIOH 

WindowsisalrademarkniMicrosnftCorporation i^^»^fc^B I T I^PI^VP^I ^ > 
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Explore, EXpand, 
Exploit & Exterminate 

Consumer Electronics Show Offerings Emphasize 
"4X" Gaming 



Gamers who 
revel in the 
traditional 
four "eX"es of 
gaming should love the upcom- 
ing crop of strategy games cov- 
ering the gamut from the 
ancients to space conquest. No 
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Wonders of the World, and mili- 
tary units) and Avalon Hill's 
just-released Advanced 
Civilization for control of the 
"ancients" segment to 4X gam- 
ing. (For the review on Advanced 
Civilization, see issue #139, pg. 
210). 

Interplay's 
contender in this 
category doesn't 
go back so far in 
time. Conquests of 
the New World 
(CNW) will allow 
gamers to explore 
random worlds; 
build 3-D 
colonies; exploit 
local economies; 
and exterminate 
rival empires in 
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Mob Rule New World's Chaos Overlords lets gamers 
become the godfathers and good guys of a dark future. 



if .+ * 
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Deadlock 
looks like a 
solid multi- 
player 
gamefest, 
with ele- 
ments of 
SimCitv, 
Utopia, and 
Metal Lords. 



fewer than five companies 
stepped up to the plate in the 
classic 4X category at this 
year's Consumer Electronics 
Show. 

Sierra, using the design 
team from Caesar II, is develop- 
ing The Rise and Rule of 
Ancient Empires. In addition to 
great graphics, it will have a 
robust diplomatic elements, cul- 
tural distinctives for each civi- 
lization, and a fast play rate- 
games are expected to average 
around two hours. The Rise and 
Rule of Ancient Empires is 
expected to challenge Sid 
Meier's Civilization II from 
MicroProse (due out later this 
year and featuring new tech- 
nologies, city improvements, 



solitaire or multi-player mode. 



If you take exploitation too 
far, colonies may revolt against 
you and become new oppo- 
nents. See our preview in issue 
#135, pg. 96. 

New World Computing 
takes a different approach to the 
4X concept with a game about 



gang warfare in a dark near 
future. Chaos Overlords is a 
multi-player game that allows 
you to build up a gang, bribe 
cops, run contraband and wipe 
out your enemies with impunity. 
(For more information, see last 
month's Hands On, pg. 45.) 




Mere's a quick look at the hottest 
products on store shelves, as 

COMMODORE 64 
15 PACK 

g| Take a trip back to the beginning of 
the computer game heyday with 
Activision's Commodore 64 15 Pack. If you 
have goose-bump memories of the words 
"LOGON PLEASE:" on a Hacker's blue 
screen, or if you fondly recall achieving that 
car-dodg- 
ing zen 
state in 
Great 
America 
Cross 

COUNTRV 

Road Race, 




well as the ones which may not 
survive through the winter chill. 

this 15 game-ography for Windows 95 should 
be right up your alley. The 15 Pack also 
includes Alcazar, Top Fuel Eliminator, 
Decathlon and Zone Ranger. Activision's C-64 
emulator is spot on, making the walk down 
memory lane surprisingly enjoyable. Unlike 
the Atari Action Packs, some of these games 
(like Hacker) age well. —G. Jones 
Activision (800) 477-3650; Win 95 CD 
Reader Service 301 

TOTAL 
DISTORTION 

Total Distortion's challenging 
gameplay requires "total immersion" to stay 
afloat. One part 1st-person adventure game 
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In the space-conquest 
arena, Blizzard's Pax 
Ihperia II will allow up to 
16 players to compete via 
IPX or over the Internet 
using KALI. Pax Imperia II 
is a real-time space com- 
bat game that lets yon 
delegate orders to artifi- 
cial admirals when you 
can't oversee everything. 
It is expected to compete 
with MicroProse's 



Master of Orion II (pre- 
viewed in issue #138, pg. 
298). 

Accolade's 
Deadlock posits a planet 
where multiple races 
(read players) are 
engaged in a very high- 
stakes game. Having pre- 
viously annihilated a hab- 
itable planet in their zeal 
to develop it, the races 
agree to accord the cur- 



rent planet to the culture 
which develops it most 
efficiently. With military 
exploits, economic 
manipulation, double- 
dealing and fast-moving 
tactical decisions, gamers 
will strive to make sure 
that their race wins the 
right to colonize the entire 
planet. — Johnny L. 
Wilson 



Top 10 
Downloads 

From 




hese are the 10 most downloaded I 
game-related tiles from the 
HappyPuppy Web site (HappyPuppy 
.com). This includes demo versions of 
games and shareware. Results reflect 
the first three weeks in January 1996 
and are PC versions only. 



and two parts 
marketing-strate- 
gy sim, Distortion 
will evoke memo- 
ries of the days 
when tastes were 
simple and "big- 
hair" metal ruled MTV. As an aspiring video produc- 
er, you spend your inheiritance on a device that 
enables travel through the dimensions of pop culture. 
This risky investment leaves you stranded and nearly 
broke in the "Distortion Dimension," where you must 
glean interesting footage to incorporate into mar- 
ketable videos. To survive, you'll need to cultivate dil- 
ligent market research, employ deft shmoozing skills, 
and thoroughly manage all your resources. —K. 
Hunter 

Pop Rocket, (415) 731-9112; IBM CD-ROM 
Reader Service 1 302 



1. Beavis & 


Arcade/Action 


Viacom 


Butthead's Hock-a- 






Loogie (Win 95) 






2. Descent 2 


ree-Fiight Shooter 


Interplay 


3. Mortal Kombat 3 


Side-View 


GT Interactive 




Martial Arts 




4. Dogz Shareware 


Cyberpet Toy 


Virgin 


5. Thor's Hammer 


3-D Graphical 


MVP 




Adventure 




6. Need for Speed 


Arcade Racing 


EA 


7. Hexen 3 


D Corridor Shooter 


id Software 


& Apache Battle 


Helicopter Simulation 


l-Magic 


9. Ice and Fire Win 


95 Action/Adventure 


Zombie 


10. Indy Car Racing 2 


Auto 


Papyrus 


IHHHHi 


lacing Simulation 












■■■his month, Warcraft II takes over as 
:•: most-played game, while the origi- 
nal X-COM returns for its 17th month on 
the chart. Be sure to send in your feed- 
back card, so we know what names vou 
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are losing the most sleep over. 

Last 
Month 


Months 
On Chart 


1. Warcraft II (Blizzard) 


1 


' 1 


2. Steel Panthers (SSI) 


1 


3 


3. Mechwarrior 2 (Activision) 


4 


. .5 


4. Command & Conquer 

(Westwood) 


2 


4 


5. Crusader: No Remorse 

(Origin) 


3 


■ ■ t -i^i 


6. Heroes of Might and Magic 

(New World Computing) 6 




7. Stonekeep (Interplay) 


5 , 




8. Panzer General (SSI) 


8 




9. Anvil of Dawn (New World' 




1 . 


10. X-Com: UFO Defense 

(MicroProse) 




17 I 






EICER LABS, 
HEADON DSYD 

Tired of playing computer opponents? 
Want to simultaneously thrash and taunt your human 
opponent without twisting your neck to hold the 
phone? Eiger Labs has just the ticket, a dual speech 
and data modem designed for gamers called the 
HeadOn DSVD. Eiger says the HeadOn is compatible 
with several dozen game titles, including Doom II, 
Heretic, Descent, and One Must Fall, to name a few. 

In DSVD 




mately in half for voice and data. The HeadOn ships 
with a hands-free headset, leaving you free to hurl 
insults while wreaking havoc. We're going to dig into 
this one, and will let you know next issue what we 
find. —D. Salvalore 
Eiger Labs, Inc. (408) 774- 
3456; IBM PC 
Reader Service # 303 

EASTERN MIND: 
THE LOST SOULS 
OF TONC NOU 

Eastern Mind is an unsettling and convoluted 
descent into the mind of artist Osamu Sato. Sato cre- 
ated the island of Tong Nou by combining dark 
recesses of his own personality with tenets of east- 
ern philosophy, rendering it all as the contents of his 
disembodied head. You must retrieve your soul from 
Tong Nou by dying nine times and being reincarnat- 
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You just entered 



your need fa] 





Want in your face, Mach-speed, pulse-pounding realism, 
that'll leave you shaking in your space boots? Then brace 
yourself, as Diamond takes gaming to the edge with a new 3D 
multimedia accelerator designed for Windows*95. The Diamond 

EDGE* 3D makes 
game play fully 
immersive and 
totally interactive. 
With real-time, 
jaw-dropping 3D 
and 2D photo- 
realistic graphics, 
a thundering 



• Designed for Windows' 95 

• Real-time 3D graphics with quadratic curved surfaces 

• Rendering performance up to 12 million texels/second 

• Fast 2D graphics and Windows acceleration 

• Digital gameport and 2 Sega Saturn compatible game pad ports 

• Full-motion digital video, with software MPEG-1 

• Hardware wavetable audio, 32 voices 

• Up to 2MB DRAM, up to 4MB VRAM 

• Resolutions up to 1600 x 1200 

• Supports up to 1 billion colors 

• Vertical refresh rates up to 120Hz 

• PCI-bus 



wavetable audio engine, vicious full-motion digital video, and 
an advanced digital game port, that will leave you running for 
cover. Plus, two Sega Saturn controller ports for multiplayer 



action. The Diamond 
EDGE 3D comes bundled 
with killer games and 
software including Virtua 




Fighter Remix, Interplay's Descent™: Destination Saturn, and 
NASCAR. Racing.The Diamond EDGE 3D gives you perspective 
corrected texture-mapped 3D images with the highest frame 
rates around. Plus a multitude of special effects for a gaming 
experience so real you'll smell the detonation. With true 
Plug-and-Play, a 5-year warranty, 24-hour fax-on-demand, 
and online support services, you'll have a few less things 
to fear. So, if you're ready for the ultimate 
challenge contact Diamond at 
http://www.diamondmm.com 
today. We'll take you as far as 
you're willing to go. 




(Sega Saturn 
game controller 
purchased separately.) 



24-Hour Fax-On-Demand: 1-800-380-0030 1-800-4-MULTIMEDIA 

©1995 Diamond Multimedia Systems, inc., 2880 Junction Avenue, San Jose, CA 95134-1922. Sega is a registered trademark and Virtua Fighter Remix is a trademark of Sega. ©1995. NASCAR Racing is officially licensed by NASCAR,. 
EDGE is a registered trademark of Edge Interactive Media, Inc. and is used under license. All trademarks and registered trademarks are the property of their respective holders. Diamond reserves the right to change specifications without notici 
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Virtua Fighter Remix 
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Taking Stock Of 1995 

The Winners And Losers Of Interactive Entertainment 




^ ith the rapid growth 
in interactive enter- 
tainment, many 
investors might think 
that "there's gold in 
them games." The 
truth is, computer game companies are 
just as likely to post big losses as big earn- 
ings, as we discovered from their 1995 
financial reports. 

It is true that computer software is one 
of the fastest growing segments of the 
stock market, and it continues to outper- 
form the market overall. In 1994, the 
Standard & Poors' 500 index declined 1.5 
percent, while the Computer Software & 
Services Index rose 17.9 percent. Similarly, 



through October of 1995, the software mar- 
ket saw a 48 percent increase compared to 
the S&P index which gained only 27 per- 
cent. According to PC Data of Reston, VA, 
computer games account for nearly 22 per- 
cent of the total revenue in this market. 

With the help of Davis Skaggs 
Investment Management (San Francisco, 
CA), we found that nearly all of the major 
game producers/distributors were either big 
winners or big losers last year, with the 
exception of Sanctuary Woods which 
reported almost "normal" returns (see 
Johnny Wilson's Editorial, page 20, for 
related information). 

Although it's still operating in the red, 
Activision logged the biggest turn-around 



with a 120 percent stock price increase 
over last year, most of which is attributable 
to MechWarrior 2's success. Microsoft and 
Broderbund were the big earnings per 
share winners, thanks to the diversity of 
their product lines, brand recognition and 
"evergreen" product upgrades, which, 
according to Broderbund's marketing pro- 
motions manager, Eric Winkler, "offsets the 
hit-driven entertainment market." 

So, if diversity is the answer, what's the 
secret of Sierra's success? Well, according 
to the Standard & Poors' stock reports, 
"strategic acquisitions will continue to bol- 
ster the company's product line and pro- 
gramming capabilities."— J/// Anderson 




I figures obtained torn America OnLine 1 1995 Year-end results rat available 2 Calculated tram Operating Costs divided 6y Average Weight 




ed into various aspects of Sato's conscious- 
ness. When navigating through Tong Nou's 
striking, surreal landscape with a standard 
point-and-click interface, you encounter dozens 
of quirky characters and paradoxical situations. 
Unfortunately, the process of death and rebirth 
perpetually sidetracks you from completing 
tasks and finding clues, making gameplay frus- 
trating. —K. Hunter 

Sony Imagesoit, (310)449-2393; IBM/Mac CD- 
ROM 

Reader Service # 304 



GRAND PRIX 
MANAGER 

Interested in the business of 
Formula I racing? Ed Grabowski (designer of 
Air Bucks) lets you hire a crew, seek out 
sponsorships, design a car from the ground 
up, sign service contracts with parts, fuel, 
and tire providers, and manage the strategy 




of competing on a Formula I race circuit. The 
game offers incredible detail for control 
junkies, but race fans may find themselves a 
little frustrated by being limited to a blimp's- 
eye view of extremely small cars while watch- 
ing/managing each race. The overhead 
course views are like the diagrams you'd 
expect to see in Autocourse, the annual for 
Grand Prix racing. In short, Grand Prix 
Manager is flawed, but interesting. -J. 
Wilson 

Spectrum HoloByte (510) 522- 1164; IBM CD- 
ROM 

Reader Service #305 

MECHWARRIOR 
2: PENTIUM 
EDITION 

The first thing I did with the Win 95 version of 




ce 
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New Golf Games 
Will Club It Out With Links 



Three new golf 
games are 
going after a 
chunk of the 
green long 
dominated by 
Access' Links line of computer golf 
titles. Grolier's new Greg Norman's 
Ultimate Challenge Golf should be 
among the most graphically impres- 
sive. It incorporates photo-realis- 
tic course terrain using Intel's 
3DR technology, as well as radar 
photography for realistic-looking 
courses. Ultimate Challenge 
Golf uses the now-standard 
power meter to simulate the on- 
screen golfer's swing. 

Newcomer Headgate, how- 
ever, takes a different approach. 
Demonstrated at the recent 
Consumer Electronics Show in 
Las Vegas, the new The Golf 
Club (working title) uses physics- 
based algorithms to calculate ball 
bounce, spin and roll. You control a 3 
D golfer who twists, swings, hooks 
and slices according to your mouse 
movement. As the 3-D golfer moves, 



you can adjust the smoothness and 
speed of the swing, as well as the 
address of the ball, with the smooth- 
ness and speed of your mouse. 
Clicking the mouse determines the 
timing for actual contact with the ball. 
Designed and programmed by Vance 
Cook, designer of Access' World 
Class Leader Board (Links' ancestor), 
and one of the project leaders on the 




Neadgate's The Golf Club uses a full 3-D 
model of the golfer, and his swing is 
controlled by your mouse, offering a 
new feel to computer golf games. 



Links products, The Golf Club has an 
entirely different feel than previous 
golf games. 

Interplay Productions takes a 
third approach with its VR Golf '96. 



This simulation, appearing first on the 
Sony PlayStation, then migrating to 
the PC, will use motion-capture tech- 
nology to let you control the swings 
and movement of the on-screen 
golfers. VR Golf '96 will use the tradi- 
tional swing-meter metaphor, along 
with 3-D technology from their VR 
Sports series that allows you to see 
multiple views of your shots simulta- 
neously via a split-screen. This 
requires true 3-D scenery through- 
out, so the team abandoned pho- 
tographic matte techniques and 
customary two-and-a-half dimen- 
sional art tricks in favor of a full 
360-degree virtual environment. 

Different tastes will dictate 
whether gamers will opt for the 
faster playing speed expected 
from the VR Golf '96 approach or 
the more satisfying interface 
metaphor for The Golf Club. One 
factor which seems certain is that 
the appearance of these new cutting- 
edge golf simulations should provide 
new incentive for Access to finish 
their next-generation Links product— 
J. Wilson 




battle. There I was, running full speed, torso twisted, 
about to bite into a tasty piece of Summoner back 
armor, when everything froze. I waited. I pounded the 
controls. Nothing. I attempted to task switch. That 
was when I realized that not only had the universe 
frozen, but Win 95 had decided to join it. 
And to think, I almost gave away my DOS version. - 
Greg Fortune 

Activision (800) 477-3650; Win 35 CD 
Reader Service 1 306 



►Something 
Wicked This 
Way Comes 

There's a new system in 
town from Zephyr 
Computer that may be 
in your future. It's a Pentium 
166 MHz rig completely 
tricked out for gaming. It ships 
with a Sound Blaster 16 
sound card, Sony speakers 
(yes, and a sub-woofer too), a 
Logitech Wingman Extreme joy- 
stick, and your choice of 17- 
inch monitors. We only had 
time to give it a quick look, but 
its CPU performance is about 
11 percent faster than a 
Gateway 2000 P5-133 in 
WinBench CPUMark tests. In 
the April issue we'll put it 
through its paces and tell you 
what we find. — Dai/e Satvatore 
Zephyr: 800-448-8806 




MechWarrior 2 was to set up a Trial of Grievance. 
Then I noticed 1024x768 mode wasn't available. My 
Pentium lives, breathes, and dreams 1024x768, so I 
was left with an ugly little box in the middle of my 
screen. Then there was the frequent popping-up of 
annoying dialog boxes, explaining how to adjust 
options and giving me useless bits of clan lore. 
After running this gauntlet of annoyance, I entered 



HYPER 3-D 
PINBALL 

This new pinball title is a flash from the past so real- 
istic, you'll be tempted to push the keyboard and 
nudge your monitor. Virgin does an excellent job of 
capturing the excitement and intensity of the pinball 
arcade games of yore. There are six tables in all, 
each with its own character, music and surprises. 



Hyper 3-D Pinball mastery requires deft hand-eye 
coordination. You control the game with the right and 
left shift buttons on the keyboard, which mimic the 
feel of the old pinball machine flippers. Keyboard 
controls even allow you to virtually nudge the table 
left, right and bump it forward to keep your ball in 
play-but be careful, it still tilts! —J. Anderson 
Virgin Interactive, 800-874-4607; PC CD-ROM 
r service #307 
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TERROR 
T.R.A.X.: 
TRACK OF THE 
VAMPIRE 

You would expect something better from a part 
owner of TSR and the heir to one of the greatest 
science fiction characters of all time (Buck 




Rogers). This digital equivalent of a "Choose 
Your Own Adventure" book has a maximum of 
two choices every few minutes. You don't 
maneuver your on-screen character; you don't 
decide what to search; and you don't decide 
what dialogue to use. You simply sit back to 
watch bad acting and poor cinematography until 
you get to an intervention point where you can 
do "A" or "B." The set-up is pretty clever. The 
player commands a top-secret rescue squad 
dealing with the supernatural, but the execution 
is so poor that it makes TekWah look like a mas- 
terpiece. —J. Wilson 

3 Prong Plug, (800)285-4534; IBM CD-BOM 
Reader Service # 308 



TIE FIGHTER 
COLLECTOR'S 
CD 

Darth Vader has just left the building. This excel- 
lent LucasArts collection bundles the original 5- 
star Tie Fighter space simulation, the Defender 
of the Empire campaign add-on disk, and an 
entirely new campaign addition: Enemies of the 
Empire. 



Tie Fighter was an excellent space combat 
game, and the Defender campaign strongly sup- 
plemented the title. The CD updates it all with 
SVGA combat graphics, voice mission briefings 
and a new spacecraft to fly. The new Enemies of 
the Empire campaign will provide Tie Fighter vet- 
erans with the challenge of a lifetime. If you've 
never played Tie Fighter, the Tie Collector's CD 
is a must-buy. If you already own Tie Fighter, the 
$15 rebate still makes it worthwhile. — £ Chin 
UicasArts Entertainment, (800) STARWAR; IBM 
486-66 CD 
Reader Service #309 




THIS MEANS 
WAR 

With an interface similar to Command and 
Conouer, the real-time action in this wargame 
will appeal to pyromaniacs who just wanna have 
fun. You compete with other warlords for domi- 




nation of post-apocalypse Earth, planning attack 
and defense strategies while simultaneously 
building up your infrastructure. Fortunately, it's 
not all explosions; the challenge of budgeting 
resources to create a productive base depends 
on using mineral sources effectively, controlling 
population size and creating specialists. Also, if 
you spend too much time looking after the 
home turf, your soldiers will march Lemmings- 
like to their destruction. —K: Hunter 
MicroProse (410) 771-1151; IBM CD-ROM 
Reader Service # 310 

TOSHIBA 3701 

The 3701 proudly continues (l. 
Toshiba's tradition of shipping high perfor- 
mance, very reliable, but ultimately unexciting 
CD-ROM drives. The 3701 sorely lacks ameni- 
ties, with the sole concession to usability being 
its slightly flimsy, but effectual caddyless tray. 
Toshiba touts this as a "6.7x" drive, with a 1 MB 
per second transfer rate and a 130 millisecond 
access time. It scored a 690 on the WinBench 
96's CD-ROM WinMark, which is 10 percent 
faster than the competition. Be warned, installa- 




tion is somewhat challenging, and may best be 
performed by someone with technical savvy 
with SCSI devices. —L Case 
The Benjamin Group, Inc. (714) 753-0755 
Reader Service # 311 

CROLIER 
SCIENCE 
FICTION k« 
MULTIMEDIA 
ENCYCLOPEDIA 
Most reference works on CD are tame, pale 
copies of their pulp brethren. This, however, is 
something special. It isn't as fully interactive as 
you might wish, but it cleverly uses hotlinks, 
photos and sound bites to place your favorite 
(and not-so-favorite) SF authors into perspective. 
The commentaries, from Peter Nicholls and 
John Clute, are even-handed, lucid and even 
entertaining. Every major literary work, from 
H.G. Wells (and before) to the vicissitudes of 
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SF's New Age movement and beyond, are keen- 
ly examined. All in all, Grolier did a nice job bal- 
ancing respect with valid criticisms of hundreds 
of science-fiction works, from books to film, TV 
and even comics. This collection is an indispen- 
sible reference for serious SF scholars, die-hard 
fans, or those who think that all science-fiction 
begins and ends with Star Wars and Sfar Trek. 
-T. Coleman 

Grolier Electronic Publishing, (203) 797-3530; 
IBM CD-ROM 
Reader Service # 312 
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They Kicked Some Butt. 




™ Rise Rule <* 
Ancient Empires 



For more information call 1-800-757-7707 or visit our website at http://www.sierra.com 
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Solving the Mystery 
means Visiting 
the Dark Pit of 
your Soul 



"THE NEW GENRE OF 
INTERACTIVE HORROR! 
-GAME FAN 




STARE INTO THE EYES 

OF MADNESS! 

:.' -■ <rf~.5- 

Buried within is a secret to D. Solve the mystery 
and enter the D sweepstakes at participating retailers. 

D PC Demo available at participating retailers. 



"SPINE-TINGLING 
ACTION!"-EGM 



nil 



i ui'iiirtit 



A full moon rises over L. A. National Hospital. 

D... the Daughter. 
Inside — the father, a doctor gone mad. ..but why? 

D... Darkness. 
Outside — the daughter. . .the innocent, the seeker. 

<g| D... Destiny. 
You are about to enter the darkness forever] 



I'l'^L W^^th stunning c 



11 D... Despair.' 




'SLICK, STYLISH, SCARY 
FUN!"-GAME PLAYERS 



g computer rendered 3-D graphics, 
D-- JreUriufci. 



s descent into the dark pit of your soul is 



Dlflbeath. 
our-de-^rijK^j^rrifuing secrets and challenges. 
""^D... Damnation. 

^17 



7 




DON'T PLAY IT IN 
THE DARK! 
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PlaySlalion version ul the videogame 



CAME TRACK ^ 



SIGHTINGS 



Here's an early look at the space Invaders that will be vying for ! away, and they aren't even playable yet, but at least you can see 
room on your hard drive. Some of these games are still months ! what they look like, and get an idea what their intentions are. 



This sequel to 
Virgin/Westwood 
Studio's blockbuster 
Command & Conquer is 
actually its historical prequel. 
This is C&C's version of World 
War II, and if it's 
what the 
designers 
promise, it will 
be a significant 
step forward for 
the C&C line. 

In this alter- 
native history, 
I the Nazis never 
I came to power 



and World War II is a battle between 
the Allied and Soviet forces. Red 
Alert also adds some background 
to the Command & Conquer uni- 
verse; you'll see how the GDI was 
formed and witness the first rearing 




of the NOD 
Brotherhood's 
ugly head. 

There are so 
many new fea- 
tures in Red Alert 
that we only 
have room for 
a short list: 
new units of 
spies, guard di 
and lightning-spewing Tesla 
coils; three "sides" to choose 
from (Russian, and Northern or 
Southern Allied commands); 
complete warfare over air, land 
and sea; improved control of 




, medic units 



troops, such as ordering units to 
stay in formation; six player multi- 
play; double-sized maps; and the 
promise of enhanced Al. If the 
designers can deliver, Reo Alert 
could set a new standard for real- 
time strategy games 



MissionForce: 
Cyberstorm 

§, J echWarrior and 

MM EarthSiege took the giant 

I 1 robots of strategy game 

I lore and moved them into 
the world of 3-D simulations. 
Now MissionForce: Cyberstorm 




from the Dynamix division of 
Sierra moves them back onto 
the hex grids. Along with battle- 
field strategies and weapons 
upgrades, you'll also have to 
manage your bio-engineered 
Here drivers, keeping them in 
the action without burning them 
out. Gamers who loved the clas- 
sic BattleMech 
on the Amiga 
should dig this 
strategy test. 

Toonstruck 

fhristopher 
Loyd's comi- 
■ cal exploits 
W combined 
with hilarious, 
car- 




toon-quality animations and an 
absolutely bizarre world makes 
Toonstruck an adventure game 
unlike any we've seen. Gamers 
help Drew Blanc (played by 
Loyd) escape a zany cartoon 
world of his own making-sub- 
conscious thought can really be 



(omplex, quirky and nearly a way of life, the grand- 
daddy of WWII European wargames should finally 
hit an IBM-compatible shore near you soon-with 
the board game systems intact. The Al has been 
rebuilt, so that the nightmare computer opponents of 
previous Third Reich games should, thankfully, be 
missing in action. If you wondered where all the hard- 



core 

wargames 
have gone, 
look no 
further. 




a pain! The bizarre world is 
filled with the saccharin-sweet 
characters he's been forced to 
draw for 10 years, as well as 
sick, darker characters that lurk 
in the corners of his mind. 
Cartoon fans will see many of 
their favorite animated charac- 
ters—from Ren&Stimpytothe 
old Warner Bros, stars ("Eh, 
what's up Doc?"). The design- 
ers pay homage to virtually 
everyone on the toob. The all- 
over-the-board humor is deli- 
cious, shifting from the dry to 
the slapstick to the cruel and 
sadistic. 
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CAME TRACK 



Hands On 



hese are the games in development we've actually spent some 
I time playing. They represent some of the most interesting titles 



in the Pipeline, and they are complete enough to actually tell how 
they're going to play. Most should be released soon. 



►Total Mayhem 



Just like the 
greasy 70s 
disco-funk that 
has returned to 
the airwaves, 
computer 
games from a previous gener- 
ation are also making a come- 
back. Domark is following suit 
with its real-time action-strate- 
gy title, Total Mayhem. 

The game's high-res 3-D 
graphics and isometric per- 
spective are reminiscent of 
Crusader: No Remorse. And 
although the version we saw 
wasn't quite as sharp-looking 



One thing is certain — the pace 
of the game will be nothing 
less than frenetic. At times we 
wondered if it might be too 
fast; it was rather discouraging 
to break our squad apart, only 
to have the troopers instantly 
killed simply because we 
couldn't instruct them fast 
enough. 

The advantages that this 
title has over Crusader are that 
your troopers gain experience 
through combat, and after 
each mission you can outfit 
your team with new weapons, 
armor and supplies. Another 



►z 




as Origin's breakthrough 
action game, Total Mayhem 
still looks mighty fine. 

The game's premise: You 
command an elite squadron of 
robotic freedom fighters, duk- 
ing it out with the 
Interplanetary Resource 
Control's 65 different enemy 
robots over 3-D terrains. 
Simple! 

Total Mayhem could be 
described as a real-time ver- 
sion of X-COM. You maneuver 
your squadron around the 
map as an individual or in a 
group, and supply them with 
ammunition, med-kits, etc. 



bonus is network play, which, 
if Domark gets it right, will 
allow up to eight players to 
duke it out over pre designed 
multi-player levels. 

There will be 20 missions 
in the game, and a flexible 
level editor will let you create 
new missions to your hearts' 
content. 

What's old is new again, I 
guess. I wonder if this means 
my huge collection of 
Commodore 64 games will be 
worth something someday... 
-George Jones 
Domark; (415) 513-8929 
PC CD-ROM 



is a real-time 
strategy game 
that combines 
Command & 
CoNQUER-style 
warfare with 
elements of fast action games. 
You assume the conn, com- 



z 




manding a group of soldiers, 
and maneuvering from planet 
to planet while waging war on 
your adversaries. You won't 
have to bother with building or 
harvesting anything here. 
Instead, the objective is more 
like capture-the-flag. 

Here's how it works: each 
territory is comprised of a 
dozen or so squares. In each 
square is a flag and either a 
robot production or vehicle pro- 
duction plant. The side that 
touches the flag first controls 
the square and its attendant 
production facility. To win each 
scenario, you must destroy 
your enemy's beginning strong- 
hold. But to do that, you'll need 
a good-sized army, which in 
turn requires a healthy produc- 
tion base. Thus, the game 
becomes a race to see who 
can control the most squares, 
then quickly degenerates to a 
hard-hitting melee as you 
attempt to wrest control of each 
square from your enemy. 

Aside from capturing the 



flag and the Command & 
Conquer elements, Z also 
throws in a foul-mouthed, 
mechanical general who either 
berates or salutes you after 
each mission, and a pair of 
Beavis and Butthead-like deliv- 
ery boys who ferry your army 
between scenarios. Humorous, 
fast-paced and 
crowded with dis- 
membered body 
parts and debris, 
Z promises to be 
a very stressful 
and challenging 
strategy title that 
ups the ante on 
real-time wargaming. 
-Elliot! Chin 

Virgin Interactive, (800) 874- 
4607 



►FANTASY GENERAL 



P 



anzer- 
heads 
who 
found 
Allied 
General 
lacking may find Fantasy 
General's fantastical campaigns 
more to their liking. The won- 
derfully aggressive Al from 
Panzer General is back for 
renewed human-bashing, this 
time supported by beastly 
grunts— Ore shock troops, 
Goblin Light Infantry, 
Bronzemen and Werebears, to 
name but a few. Quick play is 
everything: rarely do you have 
more than 15 units per side in 
a battle. The "over-strength" 
units of PG are gone, but each 
unit is rated for melee, skir- 
mish, defense, spellcasting, 
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> Hands On 




armor and ability to resist magic. 
Damage in combat is split between 
deaths, which cannot be healed during a 
battle; and wounds, which can. 

Combat has a nice medieval fantasy 
feel due to the use of skirmishers, which 
are weak but effective against slow-mov- 
ing troops. The siege machines— which 
include not only catapults, but the aptly- 
named Disease Throwers-are much like 
artillery in Panzer General, except they 
support units on offense. Defensive fire 
support is provided by Elf 
Archers, and the hit-and-run 
tactics of the Undead Cavalry 
would impress even Genghis 
Khan's finest. Add Balloon- 
Men Bombadiers, Green 
Dragons and Roc Knights for 
fighter support, with a 
healthy mix of Magic spells 
and items, and you have the 
biggest potential for a run- 
away wargame hit since... well, Panzer 
General— especially since FG's cam- 
paign mode is very reminiscent of its 
storied predecessor. 
-Terry Coleman 

Strategic Simulations, Inc., (800) 245 
4525 

PC CD-ROM 



►Qin: Tomb of the Middle 
Kingdom 

Journey to 21 st century 
Xian, the resting place of 
China's first emperor, Qin 
Shi Huangdi. Huangdi 
was a tyrant who built an 
elaborate tomb for him- 
self, guarded by thousands of terra-cotta 
soldiers and booby-trapped with cross- 
bows and ingenious traps. Inside lies a 
treasure, hidden and guarded for thou- 



sands of years. 

In QIN, you stumble onto the 
entrance of the Emperor's tomb. You 
must find the treasure within and return 
to the outside, all amidst the backdrop of 
civil war. Other forces are also after the 
treasures of the Qin tomb, and if they 
find it first an awful fate awaits. But find- 
ing the treasure won't be easy. The 
tomb's traps are still lethal and challeng- 
ing even after thousands of years of dor- 
mancy. 

While recent adventure games have 
taken a turn toward unnecessary puzzles, 
the designers of Qin have made a seri- 
ous attempt to integrate the puzzles into 
the adventure. But even though they have 
succeeded in making most puzzles quite 
challenging, some still seem a bit frivo- 
lous. As for accuracy, some puzzles are 




obviously fictitious-l doubt you'd find 
puzzles based on Chinese characters in 
a real tomb, where even the village idiots 
could figure them out. 

Qin does have beautiful graphics and 
a decent story line, but movement in the 
game is far from ideal. In the prerelease 
version, movement was often stilted and 
limited to 90 degree turns. Hopefully, the 
designers will be able to take care of this 
before the game's release. 

On a brighter note, I give QIN high 
marks for its realism and attention to 
visual detail. The designers also deserve 
credit for including ancient Chinese 
characters, Mandarin voices, a sound- 
track of Chinese music, and a detailed 
encyclopedia of Chinese history and 
anthropology.— f///o« Chin 

Time Warner (212) 522-4643 
PC CD-ROM 



PIPELINE 



• stimated release dates based on the 
! latest information from developers. 



GAME NAME, COMPANY RELEASE DATE 




C&C: Red Alert Westwood/Virgin 
Cal 



Chaos Overlords New World 



3/96 



Conquest of the Hew World Interplay 
Daggerfall Bethesda 
Dungeon Keeper Bullfrog/EA 
Earthsiege II Sierra 
Fantasy General SSI 



History of the World Avalon Hill 



4/96 
Q1/96 
3/96 
3/96 
3/96 
Q2/96 
8/96 
immer 96 
Summer 96 
6/96 
Fall 96 
Summer 96 
Q2I96 
4/96 
Spring 96 



Jagged Alliance Gold 
Lighthouse Sierra 
Magic of Xanth Legend 
Magic the Gathering MicroProse 
Master of Orion 2 MicroProse 
MegaRace 2 landscape 
Metal Lords New World 
Micro League Baseball 96 MicroLeague 6/96 
Mission Force: Cyberstorm 
Sierra OnLine 

Monty Python & Holv Grail 

7th Level 
Over the Reich Avalon Hill 
Pandora Directive Access 
Pax Imperia II Blizzar d 
Panzerblitz talon Hill JHHflH 
0 i n Time Warner ______ 

Realms of Arkania 3 Sir Tech 
Return to Krondor 7th Level 
Ripper Take 2 St 
Robert E. Lee Sierra 
SM Meier's Civilization II MicroProse 



Spring 96 

Summer 96 

5/96 
3/96 
Q1/96 
3/96 
5/96 
3/96 
6/96 
Spring 96 
6/96 
3/96 
3/96 
Q1/96 
Summer 96 
6/96 



Space Bucks Impressions/Sierra 
Spycraft Activision 
Star Fleet Academy Interplay 
Star Trader landscape 

Super Heroes MicroProse Q2/96 

Terra Nova Virgin 3/96 

The Dame Was Loaded Philips 4/96 

The Last Blitzkrieg ssg Q1/96 

Theme Hospital Bullfrog/EA 4/96 

Third Reich Avalon Hill 6/96 

Threshold Mindscape 5/96 

Timelapse GTE Entertainment . 8/96 

Toonstruck Virgin Q3/96 

Total Mayhem Domark 5/96 
X-Com 3: The Apocalypse MicroProse Fall 96 

VR Soccer Interplay 3/96 

Z Virgin Q2/96 

Wizardry Gold Sir Tech 3/96 
1 843 European Air War MicroProse Q2/96 

10th Planet Bethesda 9/96 
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Abuse yoursel 



This side-scrolling action shooter gives you the 
complEte ability to hand out 3GD° oF ABUSE. 

Ynu havE Full Freedom to shoot in any direction; 
Full Freedom to move in any direction; 
and Full Freedom to be attacked From any direct) 

3B0° oF movement with all weapons; Jump, run, Fly 
or Fall through Floors that explode beneath you; 
and beware oF monsters attacking out oF walls, 
ceilings and Floors. 

PrBpare tn ABUSE nr be ABUSEtf! 






... or a trie 

Four-player network capability 

• Play in VGA or SVGA 

• Choose From 7 diFFerent weapt 
plus turbo boost end jet-pact 

• Destroy walls, ceilings and Flat 
to Find secret passages and 
weapons 

• Edit your own levels 




►FLIGHT SIM ROUNDUP 





The Mad Scramble Of 1996 Flight Sims 
Gives You Several Ways To Achieve Tone 



I BY DENNY ATKIN 



T^ 



Ihe coming year promises the heaviest air 
action since Operation Desert Storm, 
but this time most of it will be taking 
place in virtual airspace. Modem jet 
simulations are set to rule the skies, with historical 
sims popping up for occasional border skirmishes. 
We fired up the radars and sent out recon drones to 
bring you this intelligence report on incoming air- 
craft ranging from Apaches to X-planes. 




FLIGHT SIM ROUNDUP 



THE F-I6S COMETH 

The Lockheed F-16 Fighting Falcon has been a favorite choice of sim 
developers, and for good reason. A superb close-range dogfighter, the 
F-16 is also an adept strike aircraft, capable of carrying up to 12,000 
pounds of air-to-air and air-to-mud weaponry. Likewise, the F-16 is a nat- 
ural choice for flight sims, since the plane's flexibility lets designers 
send gamers on a wide variety of missions. 

IRAQ-ING UP KILLS 

A squadron of F-16 sims is flying onto shelves over the course of this 
year, aiming to usurp Falcon 3.0's long-standing status as the king of 
serious flight simulations. First on the block should be Back To 
Baghdad, from newcomer Military Simulations, Inc. This simulation of a 
hypothetical Second Gulf War straps you into the cockpit of an F-16C 
Block 50 and sends you on over 60 missions into Iraq, many of which 
duplicate missions flown in Operation Desert Storm. 

MSI's design specifications indicate that this is one of the most 
ambitious attempts at exactly duplicating a plane's systems (and its 
flight environment) yet. The sim is set to model nine modes of the F- 
16's APG-68 radar system, and you'll need to learn to manage details 
such as antenna elevation and azimuth to get a lock on the enemy. If 
you're a real stickler for realism, you can even dig out that old Hercules 
monochrome video card and monitor from the attic, stick it in your 
Pentium system, and use the second monitor as a dedicated radar dis- 
play. 

A full 6 DOF (degrees of freedom) flight model is promised, along 
with detailed terrain based on the same French satellite imagery used 




>BACH, 
I ty to E 



DAD SHUFFLE Actual satellite imagery of Iraq lends authentid- 
to Back to Baghdad's missions. 



by General Schwartzkopf prior to the Gulf War. If the usual load of 
Mavericks, Sidewinders, AMRAAMS, and iron bombs doesn't seem to 
be giving Saddam a bad enough day, you can also drop the B-46 tacti- 
cal nuclear weapon. If the designers live up to most of their stated 
goals, Back To Baghdad will make Falcon 3.0 look like a novice's sim. If 
all this wasn't enough, MSI is also promising to release a version with 
Internet play later in 1996, with support tor over 50 players per session. 




FRONT LINE FALCON 

Next in the pattern is F-16 Fighting Falcon, from the team of Digital 
Integration and Interactive Magic. This isn't Digital Integration's first try 
at an F-16 simulation. The company's F-16 Combat Pilot— released over 
five years ago for the Amiga, Atari ST, and EGA PC-was a standard- 
setter for its time. F-16 Fighting Falcon is slated to continue that tradi- 
tion of realism and sophistication. The design document we examined 
indicated that Dl's simulating just about every control in the F-16's 
cockpit except the air-conditioning knob. If you're not a sim ace yet, 
don't despair. A free-for-all arcade mode is promised as well. 

The product was originally slated for release this spring, but Dl 
decided to put its resources into finishing Hind first, so look for it this 
fall. The extra time 
will be spent 
revamping the 
gouraud-shading 
graphics engine 
used in Apache and 
Hind, adding texture 
mapping and other 
enhancements. 
Resolutions up to 
800x600 will be 
supported, so F-16 
Fighting Falcon 
should look good 
ancffeel good. 

Mission struc- 
ture looks similar to that of Apache and Hind, with training missions, sin- 
gle missions, network play, and a campaign mode. Expect a dramatical- 
ly enhanced version of the mission planner found in Tornado as well. 

VAPOR BIRD 

But what of the game that everyone's been waiting for, Spectrum 
Hoiobyte's Falcon 4.0? Don't hold your breath on this one, folks. 
Although Spectrum Holobyte treated the press to a sneak-peek at this 
sequel to 1991 's Falcon 3.0 way back in late 1994, nowadays the com- 
pany won't say anything about it other than it's expected to ship late 
this year. 

At the preview, we saw preliminary work on a more detailed terrain 
engine, much-improved aircraft models, and a 3-D base environment 
that players would work in between missions. However, this was well 
over a year-and-a-half ago, and most of that development team has 
moved on to other projects or other companies. With Spectrum's 
silence on the title and Top Gun still not shipping at press time, we'll be 
surprised to see Falcon 4.0 this year. 

FUTURE FIGHTERS 

There are plenty of doomsayers who predict worldwide chaos or even 
Armageddon in the year 2000. If it doesn't happen, they can at least 
turn to the profusion of upcoming sims that simulate major conflicts at 
the end of the Millennium. 



RE-ENGINED FALCON Digital Integration is replacing F- 
16 Fighting Falcon's APACHE-style terrain engine, shown 
a new texture-mapped design. 




An End To Your Quest For The 
Best Fantasy Role Playing 
Game Of The*£eason. 



Hmmn, what shall it be today? , 
let's go with the Crimson Rage t 
the Bloodhaven Shield. We'll rac 
those suckers down! 




This must be the entrance to 
the Scar. Let's see what lies 
beyond that insane cliff... 



What kind of name is "lanmyrth?" 
I hope this dude doesn't cast some 
ugly spell my way. S 




What a great old water mill! 1 wonder if 
it still works... 



Finally! The entrance to the fabled 
Land of Roots. 



i P 



Nf W W&HW B0MPUTIN6 IW 

Check out our hot new Web site at: http://www.nwc 

© 1996 New World Computing, Inc. Anvil of Dawn is a trademark of New World Computing, Inc. 
All other trademarks belong to their respective holders. All rights reserved. 



Right on. I could get cooL weaponry, 
armor, artifacts, spells, or even a 
signet key to unlock doors out of 
this deal. Oooh, it's the "Potion of 
Healing." That could come in handy 
down the road. 



FLIGHT SIM ROUNDUP 




^HARRIER CARRIER Flying Nightmares 2 straps you into the cock- 
I pits of both AV-8B Harriers, shown here, and AH-1W SuperCobra 
I helicopters. 



% 




PLANE JANE'S 

Advanced Tactical Fighters, the first in EA/Origin's new Jane's 
Combat Simulations line, drops you into three frighteningly viable con- 
flicts. One features the U.S. backing the Egyptian government after an 
Islamic military takeover, while another has the U.S. defending Belgium 
and The Netherlands after those countries refuse to join a trade embar- 
go against the French. There's also a Russian scenario, a follow-up to 
the USNF campaign. This one teams U.S. forces with the Siberian 
Freedom Party in combat over Vladivostok as it attempts to dethrone 
the hard-line Russian government. 

ATF's calling card 
is its unigue cadre of 
aircraft, all based on 
data acguired 
through EA's alliance 
with Jane's, a pub- 
lisher respected as 
the world authority 
on military informa- 
tion. You'll fly mis- 
sions in advanced 
planes like the 
Lockheed F-117A 
Nighthawk stealth 
fighter, the Northrop 
B-2 Spirit stealth 

bomber, and the Dassault Rafale. However, ATF doesn't stop with the 
present. It also presents combat versions of a number of the Grumman 
X-29 FSW (forward-swept wing) research aircraft and the Rockwell- 
Messerschmitt X-31 thrust-vectoring test plane. Finally, there's the F-32 
Ghost Hawk, based on Lockheed's proposal for the ASTOVL (Advanced 
Short Take-Off, Vertical Landing) strike fighter competition. These latter 
aircraft offer performance advantages that change the rules of air-to-air 
combat. The X-31's thrust vectoring, for example, allows you to point its 
nose up to 60 degrees off the current direction ot travel, so you can 
keep your opponent in your sights no matter how maneuverable he is. 

ATF is based on an updated version of the simulation engine used in 
U.S. Navy Fighters and Marine Fighters, so you can expect similar sin- 
gle-mission and campaign offerings. One enhancement, though, 
promises to make this a whole new ball game-network support. The 
version currently in testing supports up to 
eight network players, as well as modem 
and direct serial play. (Modem play may be 
dropped before the product ships.) 
Designer Brent Iverson says net play is 
based around single missions rather than 
a campaign, since few players are able to 
get together long enough to play a network 
campaign. Cooperative and competitive 
play are supported, with any mix of players 
on each side. Canned missions aren't Just 
of the simple head-to-head variety-strike, 
dogfighting, intercept, escort, and anti-ship 
are among the mission types available. 



JetFighter 



Perhaps most enticing is the ability to fly any plane in the sim in net 
mode. These include everything from F-4D Phantom and Q-5 Fantan 
fighters to C-5 transports, a variety of bombers, and the Aurora spy 
plane. You'll also be able to import planes from USNF and Marine 
Fighters. You might pit two players in advanced X-31s against six oppo- 
nents flying relatively primitive Mirage Ills, or you can relive Vietnam by 
matching four F-4Ds against four MiG-21s. 

MISSION CRITICAL 

Another turn-of-the-century sim, JetFighter III, looks set to surpass 
even Ocean's EF2000 in terrain detail and accuracy. At the recent 
Consumer Electronics Show, Mission Studios dropped me into an ejec- 
tion seat and let me fly the new hi-res beta version. I was left slack- 
jawed. The version I previewed for the December, 1995 issue was one 
of the best-looking VGA sims I'd seen, but the addition of 640x480 
SVGA graphics moves JF III to the head of the graphics pack. The ter- 
rain accuracy is so good that we were able to look at a real map of 
Chile and pinpoint our exact location. The hilly terrain should make for 
some interesting dogfight situations. 

After training around San Francisco, you'll sail to Cuba and attempt 
to stop the Cuban military from assisting Columbian drug cartels. Once 
you've put a stop to this nefarious alliance, you'll be deployed to Chile, 
where you're charged with heading off an Argentinean invasion. 
Ranging from relatively flat land to the towering Andes mountains to the 
icy Antarctic Peninsula, the Chilean terrain gives many opportunities for 
Mission to show off its new scenery engine. The virtual cockpit looks 
much better than the version we examined back in the December 
issue; SVGA makes a huge difference in instrument readability. 

JF III should please all but the most die-hard of sim fans. Other than 
the use of the land-based F-22 as a carrier plane (a transgression com- 
mitted by a surprising number of recent simulations), Mission is only 
sacrificing accuracy in areas where it benefits gameplay. Originally slat- 
ed for a January release, at press time Mission was shooting for an 
April ship date. 

HARRIER TIMES 

Domark is also sending virtual pilots to Cuba-this time to combat 
an upcoming hard-line Communist resurgence-with Flying Nightmares 
2. The new GSF16 simulation engine will feature 65,000-color texture- 
mapped graphics at resolutions up to 1024x768, as well as support for 
the new 3-D graphics cards. 

FN2 is notable as one of the first sims 
to promise to realistically model both air- 
craft and helicopters. Pilots will be able to 
fly both the AV-8B Harrier jump jet and the 
AH-1W SuperCobra. Domark's Bryan 
Walker is working with Scott Warren, Chief 
Flight Test Engineer for the Harrier 2+ 
project for McDonnell Douglas, to develop 
the Harrier's flight model. Along with net- 
work and head-to-head modem play, 
there's also a campaign mode where one 
player can direct ground and air assets 
using a real-time strategic interface, then 




lissile curves off in the distance as this 
F-22 enters urban combat. 
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W BARON DOWN The pilot of this Red Baron II Fokker Triplane will be 
I painting a British roundel on the side of his plane when he gets 
I home. 

fly an aircraft in support of these movements.. 



FLIGHT SIM ROUNDUP 



with texture-mapped rolling European landscapes and beautifully cam- 
ouflaged aircraft. Realistic flight models (as you'd expect when one of 
the key team members is Gary Stottlemyer, one of the driving forces 
behind Spectrum Holobyte's Falcon 3.0) drive the 42 simulated planes, 
22 of which are flyable by the player. 

A rich combat environment will include other aircraft flying on inde- 
pendent missions, so you may be faced with decisions such as "do I fly 
the assigned mission, or attack that group of bombers that seems to be 
heading toward my aerodrome?" Similar to the campaign generator in 
EF2000, missions are created by a dynamic generator, so you won't 
find yourself flying a canned series as you advance your pilot through 
the ranks. Modem and Network play have been added to this version, 
and if some performance issues are addressable, Dynamix may be able 
to support up to 16 players. Look for a full-fledged preview in next 
month's CG. 



CLEARED FOR TAKEOFF 

There are a number of other sims still in the embryonic stage; we 
probably won't see these until 1997. The folks at Looking Glass 
Technologies are finally granting the wish of all Flight Unlimited fans: 
armed aircraft. The company's goal is to build a combat simulation 
with graphics and flight models as impressive as those in its freshman 
aerobatic simulation. To this end, they've put together a design team 
that includes, among other pilots, a former F-16 driver who's flown mis- 
sions over Bosnia. This sim won't see the light of day until mid-1997, 
and at this early stage of development, LGT is interested in finding out 
what you want to see in it. Pop over jo http://www.lglass.com and 
answer the online survey. 

Other projects still in the rumor stage: Reliable sources say the sec- 
ond Jane's Combat Simulations product from the Andy Hollis team at 
Origin will be a highly accurate F-22 Lightning II simulation. (Yep, no 
carrier ops here!) Ocean is currently in the planning stage for the 
sequel to EF2000, code-named TFX3. Dynamix has had a test-pilot- 
style jet simulation planned for a while, but that's been put on the back 
burner in favor of the company's Tigre helicopter sim. 



HISTORY LESSONS 

Simulations seem to come in phases. Modern jets will 
rule the shelves for a while, then the World War II piston- 
engined era will resurface. At the moment the historical sim 
category is in hibernation, at least as far as single-player fly- 
ing goes. With only a couple of releases in each World War 
category this year, real sim pilots, who don't use missiles, 
won't be faced with much decision-making stress. 



BATTLES OVER BRITAIN 

MicroProse's 1943: The European Air War takes the successful 
1942: The Pacific Air War engine and reworks it as a simulation of the 
aerial battles against Nazi forces. Like its predecessor, the year means 
little: the simulation actually starts with the Battle of Britain and ends in 
1945 after VE Day. 
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Starter Sims 

f your prior experiences with flight sims have generally 
involved smacking into runways and mountains at mach 
speed, don't give up. Some new sims are targeted at the 
casual gamer who just wants to get up into the skies and 
shoot something. 

If you've seen the movie, you have all the preparation you need 
to play Spectrum Holobyte's long-delayed Top Gun: Fire At Will. 
You'll take on the role of Maverick in this F-14 Tomcat simulation, 
which, although simplified, features a realistic, deadly assortment 
of opponent aircraft. Heavy radio traffic— both from other planes 
and Goose, your back-seater— will 
help guide you through your mis- 
sions. Although instrumentation 
and radar have been simplified, 
the flight physics are pretty 
good, and you'll find Top Gun 
is a good transition into more 
. realistic simulations, 
i On the even simpler side is 
' Sierra/Dynamix's Silent 
Thunder: A-10 Revenge. This 
game bridges the gaps 
between 3-D arcade shoot- 
ers and more realistic flight 




BARON VON SEQUEL 

Sierra's Dynamix division is working on one of the most antici- 
pated sequels in flight simulation history. Red Baron II is the follow-up 
to Dynamix's classic 1991 sim, a title so good versions can still be 
found on store shelves five years later. With such high standards to fol- 
low, could Red Baron II possibly live up to its predecessor? 

I was able to fly an early version of this biplane sim, and I don't think 
this update will disappoint. This Win 95 simulator sports fast graphics, 



l0,e sims. Forget the typical tactical situations 

here— this ain't the Air Force, this is Hollywood. You're a mer- 
cenary tasked with eliminating Columbian Drug traffickers, aggres- 
sive Middle East terrorists, and— get this— North Korean forces who 
are risking war in an effort to kidnap an international film star The 
A-10's flight model here is extremely simple; you won't see much 
difference over the five-year-old original here. The mmhat nniupro 
is small, and the sharp graphics and rock-and-roll soundtrack high- 
light Silent Thunder's emphasis on game over simulation. 
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►FLIGHT SIM ROUNDUP 



You'll be able to fly for the British, American, or German air forces 
on a variety of missions, including bomber interception, escort, ground 
support, and fighter sweeps. Twenty different flyable aircraft are includ- 
ed, and MicroProse plans to use feedback from 1942:PAW to provide 
better gameplay. 

The biggest difference here is the addition of a sguadron career. 
You'll be able to choose a starting level, from wingman to group leader, 





SEEING RIDES Apache Longbow will feature near-FuGHT UNLMTED-quali- 
ty terrain. And guns too! 
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and work your way through the ranks. At each level of command you'll 
gain more control over the group, eventually being given complete con- 
trol over pilot roster, aircraft armament, and so on. The gameplay will 
also change just by the nature of the European air war. Missions are 
more oriented toward strategic bombing, and bomber escort or attack 
missions will require new strategies. Also, much of your combat will be 
over populated— and often hostile— lands, rather than empty ocean. 
Both head-to-head and cooperative missions are supported using 
modem or network links. 

DUEL REDUX 

Jaeger Software has started work on Fighter Duel 2, an update that 
addresses many of the complaints about the company's freshman PC 
product. Fighter Duel is superb if you have access to a human oppo- 
nent, but can quickly fall flat if you're playing alone. FD2 will feature a 
series of mission scenarios which should keep thing interesting during 
solo play. The combat has moved inland, and you'll now be able to bat- 
tle over something more interesting than a huge expanse of blue water. 
More planes will be featured, and they won't all use FD's P-51 instru- 
ment panel. This Win 95 sim will allow network play (cooperative and 
antagonistic) in addition to modem links. 

Piston jocks will also be able to check out solo versions of Domark's 
Confirmed Kill and Kesmai's Air Warrior 2; see the sidebar "Going 
: Solo" for details. Finally, Dynamix is said to be planning a Battle of 
Britain simulation sometime after the release of Red Baron II. 

BLADE RUNNERS 

Helicopter sims are growing in popularity, and the Apache is as ubiq- 
uitous a target for simulation in this genre as the F-16 is over in the 



fixed-wing arena. The next chopper sim on the block is Interactive 
Magic and Digital Integration's Hind, the sequel to last year's hit Apache. 
See the preview that follows this feature for full details. 

HELO THERE 

Next up after Hind will be AH-64D Longbow, an Apache simulation 
from EA/Origin's Jane's Combat Simulations line. Designer Andy Hollis 
says that in addition to the plentitude of Jane's reference material, his 
team has access to the design documentation and operator manuals 
for the Longbow Apache-which he finds rather amazing considering 
the Longbow isn't even in full production yet. 

The game can be played in VGA and SVGA, and will offer texture- 
mapped, rolling terrain. Hollis says the texture-mapped objects are stun- 
ningly detailed, and "we put in lots of gratuitous ways to look at this 
stuff, since you're usually flying over it at high speed or blowing it up." 
The flight engine is completely new-there's no rehashed Strike 
Commander code here. 

Hollis and his team have been consulting with an Apache Training 
Brigade at Ft. Hood, Texas, and a group of three pilots has been visiting 
Origin on a regular basis to help with flight modeling. He claims there's 
a certain realistic buoyancy to the helicopter's movement that he's never 
experienced in a sim before. 

Although the product is slated to come with a manual that's several 
hundred pages long, you probably won't need it. Longbow will feature 
interactive tutorial missions with an instructor's voice guiding you. Once 
you're up to speed, you can fly historical mission based on actual 
Apache missions in Panama and the Persian Gulf, as well as a fictional 
series of missions in the Ukraine. There's also a non-linear campaign 
mode. The terrain for all these actions is based on U.S. Geological 
Service digital elevation map data. The most welcome aspect of the ter- 
rain engine is the addition of treelines in addition to the usual valleys 
and ridges-for once, standard helicopter pop-up attacks will be effec- 
tive. 



Going So 



Generally, sims are designed first as stand-alone games, 
and then network and modem play is added as a 
bonus value, but a few companies are taking their net- 
worked sims on solo flights. Interactive Magic and 
Kesmai are teaming up to create a boxed version of Air Warrior 2. 
This one promises to offer a lot more standalone payability than 
the old Konami SVGA Air Warrior, as it will sport a wide variety of 
offensive and defensive missions. See last month's Simulations col- 
umn for full details. 

Domark plans a standalone release of Confirmed Kill a few 
months after the online version goes live this summer The compa- 
ny is working with a group that's done military-spec sims on this 
one, and "exceedingly realistic flight modeling" is promised. Among 
the promised features are a mission editor, virtual cockpits with a 
padlock view, 3-D graphics card support, and voice-transmission 
capability. 

There's also a chance we could see a standalone version of ICI's 
Warbirds, the multiplayer sim covered in this month's Simulations 
column, from Graphic Simulations. 
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►FLIGHT SIM ROUNDUP 




An add-on disk slated for fall release will add new missions, multi- 
player support, a Windows 95-native engine, and hardware support for 
3-D graphics. 

ROTOR REGISTRATION 

Development of a third Apache simulation, simply named AH-64A, is 
being spearheaded by Domark's Bryan Walker, a former AH-64 pilot 
who flew in Desert Storm. Walker's experience isn't just going to aid the 
hardware-accuracy of AH-64A— his team also plans to add a human 
element. Each pilot will have a set of personality traits that will govern 
his performance over the course of a deployment-battlefield events 
and the guality of your leadership will affect crew cohesion. You may 
even have to shuffle crews around when pilots don't get along, or 
charm the supply officer into slipping your boys some nonstandard 
"morale boosters." 

Slated to use the same 
64,000-color graphics engine 
as Flying Nightmares 2, AH- 
64A will draw on Walker's 
experience as an Apache driver 
to make sure that the flight 
model, weapons performance, 
and combat tactics are as 
accurate as possible. Perhaps 
most exciting is Domark's new 
networking code, which should 
allow connectivity between AH- 
64A, Flying Nightmares 2, and 
(oddly enough) Confirmed Kill. 




► ROTOR SCOOTER Information from Jane's and input 
from a real Apache Training Brigade could make Apache 
Longbow the most realistic whirly sim yet. 



Civilian sims are set to experience a resurgence late in 
the year, thanks to a flight sim industry that's had more 
mergers than the airlines in recent months. Microsoft 
purchased BAO, the Bruce Artwick Organization respon- 
sible for coding Flight Simulator 5,1 and a wide variety of add-ons, 
in late 1995. Look for the software giant to step up its simulation 
efforts in coming months. 

Meanwhile, Sierra has purchased the flight simulation business 
of SubLogic, the company that pioneered personal computer flight 
simulation over 15 years ago. Sierra plans to combine the realism 
of SubLogic's flight models and aircraft systems with the Dynamix 
3Space terrain technology to create a new recreational flying sim 
that may take on Flight Simulator. Look for five aircraft, including 
an amphibian and an aerobatic stunt plane. 

Looking Glass Technologies will be releasing a Windows 95 ver- 
sion of Flight Unlimited, featuring five new airport areas to fly from. 
An inexpensive upgrade will be available for purchasers of the DOS 
version. Next up from LGT is a general aviation sim that takes the 
graphics and flight model detail of Flight Unlimited and adds visual 
and instrument navigation, scenarios, and a combat-game-style 
mission structure. Reliable sources say that along with the typical 
general aviation aircraft, LGT plans to sneak a P-51 Mustang into 
the sim as well. 

VERTICAL MARKETING 

Also in the works for chopper fans are the aforementioned Flying 
Nightmares 2, which will feature the Bell AH-1W SuperCobra, and 
Dynamix's first helicopter simulation. Bucking the Apache trend, the 
Dynamix effort will simulate the Eurocopter Tigre, a joint French and 
German design built for anti-tank and battlefield support operations.% 
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Simulation 


Producer 


Genre 


Expected Release * 




Network play? 


Modem play? 


Top Complexity ** 


1943: European Air War 


MicroProse 


WW II 


Summer 


DOS 


yes 


yes 


Advanced 


AH-64A 


Domark 


Helicopter 


First quarter 97 


Win 95 


yes 


yes 


Advanced 


Air Warrior 2 


Interactive Magic 


WW ll/Korea 


Third quarter 


Win 95 


yes 


yes 


Advanced 


Confirmed Kill 


Domark 


WW ll/Korea 


Third quarter 


Win 95 


yes 


yes 


Advanced 


Falcon 4.0 


Spectrum Holobyte 


Modem Jet 


Fourth quarter 


Win 95 


yes 


yes 


Advanced 





Flying Nightmares 2 



Domark 



Jet/Helicopter Fourth quarter 



Win 95 yes 



Advanced 



JetFighter III 



Mission Studios 



Modern Jet 



Second quarter DOS 



Intermediate 



Silent Thunder: A-10 



Sierra/Dynamix 



Modern Jet 



Imminent 



Win 95 no 



Beginner 



* Release dates are often— usually, actually— subject to change 
** All of these offer simplified beginner options as well 
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New player animations 
are smoother and 
more detailed, letting 
you aim for the inside 
corner. "Zoom In" 
baserunner windows 
let you make your 
best pick-off move 
to the bag. 



Create your own 
players from scratch, 
or modify any player's 
ratings, or even their 
physical attributes! 
The resulting player 
will be true-to-life, 
on-field and off. 



Optional wide-angle 
pitcher and batter 
views recreate the 
traditional look of a 
broadcast baseball 
game in beautiful 
256-color SVGA 
graphics! 



Hot new user interface 
gives you Instant 
access to any feature. 
View and manage your 
team from the field, 
from the dugout, and 
from the General 
Manager's office! 



It's all here: pick-off 
plays, hit-and-run, 
suicide squeeze, 
towering pop-ups, 
and more. The 
ultimate simulation 
of baseball, for 
everyone who 
loves the game! 




Watch your best 
reliever warming up 
in the bullpen, and 
analyze your starter's 
fatigue, pitch count, 
and performance. 
When he's ready to 
go, you're ready to go! 



Experience the best 
of baseball history 
with the bonus 
"Legends" League — 
12 great legendary 
teams from history, 
come to life in 12 
beautifully rendered 
old-time stadiums. 



For maximum variety 
in gameplay, change 
any manager's 
tendencies on any 
team and see the 
results play out 
on the field and 
in the stats. 









This "fifth generation" 






fielding simulation 
has additional play 
animations, baseball 
plays, and graphics 




realism, resulting 
in true-life baseball 






gameplay. 









Sony PlayStation™ 
PC CD-ROM 



See for yourself! 
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SNEAK PREVIEW 

HIND 




There are faster helicopters, there are more powerful heli- 
copters, and there are certainly stealthier helicopters. But 
you won't find a meaner looking helicopter than the Mil Mi- 
24 Hind. This attack helicopter started life as a heavily 
armed assault troop transport, but ended up serving as the 
Soviet Union's primary gunship, and was a common sight 
wherever the Eastern Bloc military projected its power. 
While the United States' AH-64 Apache relies on a combi- 
nation of speed, agility, and sophisticated electronics for a 
battlefield advantage, the Mi-24 Hind holds its own using 
brute force. Heavy armor and big missiles made it a feared sight in 
Afghanistan, and throughout the Soviet bloc. 

Today, the Hind remains in service in the air forces of around 20 
nations, and thanks to the efforts of Digital Integration and Interactive 
Magic, it will soon be appearing on PC screens as well. Hind is the 
companies' sequel to last year's successful Apache helicopter simula- 
tion. It's based on the same simulation engine as Apache, so much of 
what you'll find here is familiar. However, the Hind's mission and capa- 
bilities are different 
enough to give this 
simulation a fresh 
feel. 



BLADE RUNNER 

The Hind is a 
much larger heli- 
copter than the 
Apache, and isn't 
nearly as agile. An 
older design, the 
helicopter also 
doesn't have the 




MIL SPEC The Mil Mi-24 Hind presents an intimidating profile. 



Apache's auto-stabilization system, so its pilots must deal with control 
cross-coupling. Hind features three flight models: Arcade, designed to 
be extremely easy to fly; Realistic, designed to simulate as closely as 
possible the Hind's real flight characteristics; and Simplified, which is 
identical to realistic mode but with control cross-coupling removed. 
Don't let the cross-coupling scare you, though. Although the Hind isn't 
as easy to fly as the Apache, a flight control system on the real Hind 
absorbs oscillation in all three axes, stabilizing the aircraft in a level atti- 
tude and making it easier to hold course in forward flight and while 
hovering. The Alpha version I evaluated only had the Arcade flight 
model active, but given Dl's record with sims like Apache and Tornado, 
Hind's realistic model shouldn't disappoint. 

The Hind's 12.7mm four-barreled Gatling-type cannon fires 4,000 to 
5,000 rounds per minute, but doesn't pack as much punch as the 
30mm cannon on the Apache. It has plenty of power for air-to-air use 
or against lightly armored ground targets, but for main battle tanks 
you'll need to rely on pylon-mounted missiles. No problem there, 
though. With rails for four AT-6 Spiral anti-tank missiles, along with four 
pylons capable of carrying more anti-tank missiles, 80mm rocket pods, 
grenade launchers, napalm bombs, and even mine-laying equipment, 
the Hind is anything but under-armed. 

The Hind's avionics suite isn't as sophisticated as the Apache's, but 
it does have a HUD, low-light-level TV displays, laser designator, and a 
threat-warning system called the Natasha Device that analyzes an 
approaching missile's signature and warns the crew of the missile type, 
bearing, and range using an audible female voice. 

COMBAT ROCK 

Hind's menu structure will be familiar to any Apache flyer. Quickstart 
is an arcade-style scenario which drops you right into the heart of a 
battle, complete with a missile locked on target. This mode features a 
simplified, arcade-style flight model, as well as a scoring mechanism 
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ON THE CHOPPER BLOCK A South Korean tank gets tanked by a Spiral 
missile. 



and a top- 10 vanity board. If you've had a really bad day and you just 
want to blast things, Quickstart Invincible sets you up in a similar situa- 
tion, but with unlimited fuel and weaponry, and none of that annoying 
ground fire. Once you get a basic feel for chopper combat in the arcade 
mode, Training mode will show you how you're supposed to fly the 
thing. 

Once you get the hang of things, you can fly a series of single mis- 
sions, or take a shot at the campaign. Although the campaign missions 
are pre-scripted, the mission sequence depends on your performance. 
Botch a mission and you get dropped a skill level; excel and you'll move 
up. Unless your piloting is robotically consistent, you'll be able to play 
the campaigns a number of times before the missions repeat. 

Because the Hind can carry many things the Apache can't — includ- 
ing bombs and troops— you'll find a wider variety of missions here. You 
may be tasked with crossing enemy lines and dropping troops into a 
hot spot, or you migh be sent on Medivac missions. Anti-ship and anti- 
sub missions should surface in this sim, as well as traditional escort, 
recon, point-attack, and search-and-destroy missions. 

The action takes place in three locales. You'll fly against the 
Mujahideen in Afghanistan, taking on well-armed guerrilla troops as well 
as Pakistani Air Force F-16s. The Korean theater puts you in the middle 
of a North Korean incursion into South Korea in a raid to alleviate a 
chronic food shortage. Securing food supplies is a unique goal for a 
flight sim; despite your humanitarian intentions, a well-armed force that 
includes Apache Longbows will try to send you packing for home. 
Finally, the Kazakhstan scenario pits you against a rebellious breakaway 
republic using mostly ex-Soviet technology-including Hinds. 

ROTOR CLUB 

According to Dl, the network play quirks encountered in Apache have 
been worked out, and Hind should comfortably support up to 16 play- 
ers. There are also a number of two-player missions, playable using net- 
work, serial, or modem connections. Combat pits the players against 
each other; Pilot/Gunner mode puts one pilot at the flight controls and 
the second in the gunner position; and Leader/Wingman is a coopera- 
tive mode where two Hinds fly together. The Korean theater is shared 
with Apache, and the two sims can be tied together for head-to-head or 



network play. 

While network play has been fine-tuned, the SVGA graphics engine is 
essentially the same as found in Apache. The Gouraud-shaded polygon 
graphics look really nice; while the lack of texture-mapping means you 
don't get the "you are there" feeling you get in EF2000, the realistic 
palette and smoothing effects give a much less computerish effect than 
Su-27 Flanker. Thankfully, it appears that Dl is modeling the Russian- 
style instruments realistically, but rendering the displays with English 
characters instead of 
Cyrillic (at least, in the 
preliminary version I flew). 

The terrain looks good, 
but suffers from one 
major flaw that also 
plagued Apache: there are 
only a few scattered trees. 
This means you can't pop 
up from behind foliage to 
execute your attacks. (You 
can, however, use build- 
ings and hills for pop-up 
attacks.) 

There was no sound in the Alpha version, but Dl says the all-digital 
sound will include English speech read by someone with a Russian 
accent to add atmosphere. 

At first glance, Hind looks very much like a slight modification of 
Apache. But with the differences in mission profiles and helicopter han- 
dling, it's a new personality hiding behind that familiar face.% 
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DEATH ON RAILS A train meets an unfortunate end 
during a supply interdiction mission. 



> Nil mi-24 Hind 

The Mi-24, NATO code-named Hind, was designed in the 
early 1970s as a heavily armed assault transport for a 
squad of ground troops. Although current designs are 
used as offensive gunships, all Hind models retain the 
troop transport capability. The troop-carrying capabilities necessitate 
a wide silhouette that's uncharacteristic of a gunship, but heavy 
armor, IR jammers, exhaust suppresses, and flare dispensers aid 
combat effectiveness. 

Along with the usual air-to-ground ordinance, the Hind-E (Mi- 
24W) model added the capability to carry AA-8 Aphid air-to-air mis- 
siles. In the Iran-Iraq war, an Iranian F-4 Phantom fell victim to a 
Hind, but the Hind used a Spiral anti-tank missile to down the jet. 

The oddest variant is perhaps the Hind-G, first identified in oper- 
ation at Chernobyl. Instead of wingtip weapon pylons, it sports 
"clutching hand" mechanisms on lengthened pylons. It's believed 
that this model is designed for NBC (nuclear/biological/chemical) 



►Crew 2 

►Passengers 8, or 4 stretchers 

Weapons payload . .5,290 lb 

►Length 57 ft 5 in 

►Height 21 ft 4 in 

►Rotor diameter ... .56 tt 9 in 

►Maximum speed . . .199 mph 

►Hovering ceiling . . ,7,200 feet 

►Combat radius* . . .99 miles 

"Maximum load, no external tanks. All data based on Mi-24P. 
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They're being built to destroy countries 
that don't even exist yet, 

B-2A GENERAL ARRANGEMENTS 



MAX T-O WEIGHT 376,000 LB 

POWERPLAHT (4) GE F1 18-GE-1 10 HON- AFTER- 



ARMAMENT 



TWO 

ALA/ 50.000 LB. PAY LOAD 
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Price: S59.95 
System Requirements: 

IBM compatible 486 or 
better, Windows 3.1 or 
Win 95, 8 MB RAM, 
SVGA graphics, 2 x 
CD-ROM, 18 MB hard 
drive space, mouse. 
Supports Windows-- 
compatible sound 
cards. 

# of Players: 1-7, with 
network, hotseat and 
Internet play 
Protection: None (one 
CD required per player) 
Designer: Mark 
Denman 
Original Design: Sid 
Meier 

Publisher: MicroProse 
Software 
^ Hunt Valley, MD 
(410) 771-0440 
Reader Service: 321 



Manifest 
Destiny 

Building New Civilizations Online With 
Sid Meier's CivNet 



by Terry Coleman 



On the surface, what could go wrong? One of the great- 
est games ever designed for the computer, Civilization, 
gets a facelift: new interface, better Al, SVGA graphics 
and finally, multiplayer human play. More than any- 
thing, when I play CivNet, I am reminded of another 
MicroProse masterpiece. Not Sid Meier's Civilization, 
so much as Master of Magic. This is not to say that 
CivNet crashes all the time, or that the design is unfin- 
ished, as with MOM, but rather, that CivNet lacks that 
final bit of polish so essential to a truly finished, pro- 
fessional product. 

Oddly enough, the game plays remarkably well-solitaire. The com- 
puter opponents are improved, the bevy of advisors-military, science, 
and so on — actually give reasonable advice on how to discover the 
mysterious secrets of plastics, create steel for those huge battleships, 
and so forth. When the action gets too frantic, you can actually turn 
city management over to the computer (with some restrictions) and 
concentrate on the Big Picture instead of just micro-managing your 
CivHeart out. 

But no one buys a game like CivNet to play only against the com- 
puter, regardless of how much better that computer opponent might 
be than in the original game. And for many, the thrill of competing 
against other human CivMeisters is somewhat diminished when they 
find that the hotseat option reveals all of the other Human Civilizations 
at any time! Then again, the infestation doesn't stop there. TCP/IP 
works fine for Internet and Network play-once you have the inevitable 
MicroProse patch-but IPX and NetBios seem doomed to failure (we 
had numerous crashes in every IPX-based session we attempted). 
Why? Obviously, most gamers will play through TCP/IP over the Net, 
but if the main reason for this game is multiplayer human play, how 
could MicroProse not wait until these net play bugs in particular were 
ironed out? 

THE PLAY'S THE THING 

If, however, you are able to get your multiplayer game up and run- 
ning, the game is still Sid Meier's Civilization, in all its glory. Despite 
some who may dislike the newer interface (see Johnny Wilson's com- 
ments), it functions quite well from either keyboard or mouse input, 



Sid Meier's CIVNET 
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and having multiple windows of 
reports all immediately accessi- 
ble helps keep the sheer amount 
of information from becoming 
overwhelming. The depth of 
strategy-balancing world explo- 
ration, trade, economics, con- 
structing Wonders of the World, 
fighting wars, all while keeping 
your -citizens content-is 
enhanced by having to play 
against much craftier humans. 
And the thrill of building, say, the 
Great Wall right out from under 
one of your adversaries is very 
nearly worth the price of the 
game all by itself. 

Even so, as much fun as all 
this can potentially generate for 
would-be world conquerors, it falls short of the all-time classic status of 
its storied progenitor. For example, game balance in the original Civ was 
due to infamous "cheats" that helped the computer stay in the game 
against a human with, quite simply, more brainpower. Since human 
leaders should theoretically be on a more even footing, they don't get 
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WINDOWS TO THE WORLD Having several charts and maps open at once 
can make it easier to manage forces and production in CivNet. 



the cheats that would help keep 
them in the game. Thus, certain 
advances in the game— most 
notably the Pyramids-give 
humans who secure such technol- 
ogy advantages they rarely lose. 
It's disheartening to play a game 
for 10 hours when you have virtual- 
ly no chance to come from behind 
and win. 

And there is the small matter 
that, unlike other popular multi- 
player online games such as 
Warcraft II, a full game of CivNet 
(even playing at "blitz" speed) can 
take upwards of 25 hours to com- 
plete. In fairness, CivNet has a lot 
more scope than these other strat- 
egy games, but this is still a game 
that must be played over a number of sessions to be finished. In that 
sense, it's the Monopoly of the '90s, as you tend to give the victory to 
whomever has the most hotels — er, Wonders of the World-at the end 
of a long session of play. Initially, MicroProse was planning to do sce- 
narios that could be completed in an (admittedly long) evening. Guess 



Building AQdtcr World For Dnnocracy 



After founding Washington in 4000 B.C., the Americans, led by the noble (but tough) Jorge of Jones, built their first militia unit. 
Never a country to sit back in a defensive posture, our newly-formed military force was immediately sent forth into the wilderness. 
By the time the second militia unit had been built, the first troop had discovered a few ancient tribes and gained the knowledge 
these wise people had developed. 

But soon afterwards, tragedy struck. A barbarian settlement was accidentally disturbed, and refused our offer of friendship. Like a swarm of 
bees, the uncouth hordes swept over our first military unit and eliminated it. Angered, our proud militia took revenge on the heathens, as we 
quickly trained more troops due to the emergency. 

Latei; our newly-invented cavalry scouting unit chanced upon the Egyptians. Knowing a weak civilization when they saw it, they quickly took 
Thebes for the glory of our great civilization. Soon afterwards, the puny Greek civilization was steamrolled. "Nothing", proclaimed Jorge of 
Jones, "will halt our expansion. We will not rest until America rules the world, so that all people may be safe and free." 

By 1 A.D. the Americans had well over 700,000 citizens, 4 thriving cities and, in classic American style, no money. But nothing would stop 
them, except the Managing Editor Or a crash— George Jones 



fiy Rdurn To Civilization 



The Luddites modus operandi was to found a city, build one military unit, and convert to building settlers in order to expand as soon 
as possible. I was gambling that I was far apart from the other civilizations at this point and, early in the game, things looked posi- 
tive. I established Wasteland atop a Forest square and next to a body of water where I had a Fish resource. I built one militia unit 
and sent him scouting while I built my first additional settlers. Unfortunately, two turns away from the completion of the settler unit, 
a potential enemy appeared. I immediately bought a Phalanx unit and chased the Chinese aggressor out of sacred Luddite territory. We were 
able to establish an alliance, but on two separate occasions, he forced me to convert from settler development to purchase a military unit. 

I don't like the Mac-like interface. Indeed, it cost me severely when a trireme full of military units ended up the turn in a sea square thatwas . 
non-adjacent to a coastal shore. On such an occasion, the ship and all aboard are lost. Then, before I could recover from my interface problem, 
Denny the Yellow Scourge moved in behind me and destroyed my city (yes, one city— my original plan went by the wayside when I kept having 
to convert settlers to military units to stave off his incursions). 

Re-entering the game as a new civilization, I inadvertantly wiped out George's civilization. CivNet doesn't feature any error-trapping for new 
entries into the game so if the new player accidentally chooses a color that is already in play, it can wipe out the other player. However; once we 
figured out what was wrong and re-started, my position was still untenable. I started anew with a basic city, waited five turns for a militia unit 
and was immediately destroyed by, you guessed it, Denny the Yellow Peril. Maybe I need to write a new book— Sid Meier's Civilization or The 
Peril of the East.— Johnny Wilson 
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Sid Meier's CIVNET 



REVIEW 



Peaceful najcstv 



The Hittites began calmly enough, until they ran into the surly German empire. Although warfare is distasteful to our peace-loving society, we were 
forced to rid the world of the militaristic menace. Afterwards, we secured our borders and began forging cities to last the milennia (three of the top 
five cities were Hittite), filled with the Lighthouse of Leipzig, The Gardens of Ur, The Oracle of Norn, and other great works which were nearing com- 
pletion. Oddly enough, the human-controlled barbarians posed the greatest threat to our Empire. When we met the Chinese, we attempted to trade 
with them, and established a small settlement (not realizing that they considered this their sole continent). Rather than communicate with us, the savages annihi- 
lated our settlement, and had the gall to accuse us-the beneficent Hittites!— of enchroaching upon their lands. For now, we will make peace... until the citizens 
of our land are no longer so forgiving. (Do I feel a new government coming on?)— Terry Coleman 



The Reign Of The Great Ruler Dennv Tsc Tung Of The Chinese 



The isolation of the Chinese people ended in the year 3480 BC, when one of our scouting armies met with an odd race that called themselves 
the Luddites. Initial contact seemed beneficial for both our peoples, as we traded knowledge of our ceremonial burial practices for instruction in 
horseback riding. Indeed, the trade did benefit both of our peoples, as once our mounted armies invaded their city, they would have many dead 
to bury. The Luddite city, Wasteland, was unfortunately placed on a thin stretch of land that our armies needed to cross in order to expand our 
empire and make room for our growing nation. The Luddites grew nervous about our alliance, but I assured them that our armies were simply passing by. 

As I sailed with my Triremes, however, I ran across the Luddites, sailing to the west. Could they have loaded their armies on the ship, leaving their city 
defenses weak? I massed my armies to the north, invading Wasteland. Success! It was beyond my dreams-the Luddites had left their city completely 
undefended! The continent was mine, and I was free to expand. All was uneventful until the year 1260, when our people encountered the Americans. I'd 
heard of their power, so I decided that an alliance with them, against the Hittites, would be the wisest course of action. For now, at least. But once my 
people build the empire a bit more....— Denny Atkin 



10 Steps To A More Stable Civilization 



1. If you are new to Civ, play solo until you can give the computer a good fight at Warlord level. If Human-controlled Civilizations are so crafty that they leave 
your inexperienced Civ too far behind in the first hour of play, the remainder of the game isn't much fun. 

2. Forget hot-seat play. For parties, You Don't Know Jack is a lot more fun, with less hassle. 

3. Set your net game up with TCP/IP rather than IPX or NetBIOS for greater stability. 

4. Even if you think you have WinG drivers installed already (whether Win 3.1 or Win 95) don't take a chance. Go through the entire Setup for CivNet when 
you first install the game; it's worth the extra time to make sure your drivers are compatible with those that MicroProse requires. 

5. Need some tactical tips? I could recommend a certain strategy guide by two CGW editors (Civilization, Or Rome On 640K A Day, by Johnny Wilson and 
Alan Emrich, Prima Publishing), but that would be a shameless plug. 

6. Sequential play is still the best way to learn the game when playing solo. Turn-based play is in all gamers' DNA (even if they don't want to admit it). 

7. Parallel turns are the only way to go for network/internet play. I hate waiting for people to move when my clock is running on the Internet. With parallel 
turns, if I finish before my adversaries/friends, I can better tweak my cities, without twiddling my thumbs. 

8. Allowing two minutes per turn results in focused, lively play. The howls (and messages) from inveterate micro-managers when the turn ends too soon are 
half the fun of the game. If it gets too frantic, let the computer run some of your less important cities on autopilot while you catch your breath. 

9. Play at Prince level. While King level sounds tempting for macho CivNuts. they will soon lament the additional Barbarians, which are such a nuisance as 
to slow play considerably. Having four content citizens per city, rather than three, makes it much easier to increase your empire's size. This means finding other 
Human Civs earlier. 

10. No human gets the Pyramids. Any CivLeader in our group who breaks this meets a most untimely demise (as soon as we find his/her Civilization), sim- 
ply because the advantage of switching governments effortlessly is too great early in the game for other Human Civs to overcome. 
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I'M AMERICAN & I'M OK But if George sleeps all night while 
Denny works all day, he may find that even his strong Civ 
can fall prey to the hungry Chinese. 



those were lost in the 
shuffle to get the game 
released by a certain 
date. 

CITIZENS IN UNREST 

If you long for an 
updated version of Civ, or 
if you never played the 
original, and want to see 
what the fuss is about, 
CivNet is actually worth 
the frustration. But don't 
kid yourself: until you get 



the patch and figure out the network quirks, you'll probably be playing 
CivNet more against the computer civilizations than versus those of 
your friends. With Sid Meier's Civ2000 due this summer, you have to 
wonder if the hassles are worth it.% 



► APPEAL: Anyone who enjoys a deep, fulfilling strategy game, and 
who can deal with the bugs and hassles of setting up a 
network/Internet game. (Get the patch.) 

►PROS: A much-needed upgrade to one of the 
great strategy games of ait time. The one com- 
plaint of Civ players— no human opponents— is 
now finally taken care of. Sort of. 

►CONS: Poor IPX and NetBios support, crashes 
constantly without the patch. 





THE 11th HOUR 

{the five stages.} 



1 w ' : ■ ■■) 

Shock. 

You finally figure out The 7th Guest", only to hear that its sequel, The llth Hour is going to be released. 

Disbelief. 

This can't be true! You read the articles, memorize the reviews, &_ talk incessantly about The llth Hour. Friends shun you. 



3 .„.§§ 

Resentment. 

They said it would be out, and you believed them. Where is it?! Why would they lie to you?!! 



'w"i'ili'ifi^* &a ' 



Acceptance. V 

It's out!!! Finally! It's everything they said it would be &^more. Now, if you could just figure out what is behind the.... 

Death. 



Visit our web site at http://www.vie.com 



The llth Hour: The sequel to The ?th Guest £ The 7th Guest ate trademarks cl Virgin Interactive Entertainment, Inc. & Trilobyle, Inc. © 199S,©1992 Virgin Interactive Entertainment. Inc. 8 Trilobyte. Inc All rights reserved. Virgin is a registered trademark ei Virgin Enterprises, t 



You can stop grieving now. The I Ith Hour has finally arrived. This PC CD-ROM game fuses incredible 3-D graphics and mind-numbing challenges 




with a full-length psychological thriller. It's also 12 times bigger and two CDs longer than its 



decessor. The 1th Guest. So, is The llth Hour really worth the wait? Well, we think it's totally killer, truoiut 
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INTERACTIVE MAGIC PRESENTS 



You Ve Got Just Enough Time To Save The Galaxy , 

If You Play Smart! 



(8) "Star Rangers ' blend of strategy and arcade action will 
have you on the edge of your seat from start to finish. " 
-PC Gamer 

(§) "Star Rangers raises the strategy bar for space sims" 
GAME OFTHE MONTH 
-PC Entertainment 

(8) "( Star Rangers) possesses that addictive quality capable of 
impressing a wide audience of gamers. " 

-Next Generation 

(§) Rating: 89% -Computer Game Review 
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PC CD-ROM 

To reach us: 
www.imagicgames.com 

INTERACTIVE MAGIC • PO Box 1 3491 • Research Triangle Park, NC 27709 • Phone (91 9) 461-0722 
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When Plug & 
Play Isn't So 
Simple 

DOS Games Will Bring A Plug & Play Device 
To Its Knees 



a* 
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everal issues 
ago, I confront- 
ed some of the 
problems I had 
with setting up 
a new Pentium 
system with a 
plug-and-play 
BIOS. Since 
then, I've wres- 
tled with several plug-and-play systems 
and have learned more than I ever 
thought necessary After all, the very 
moniker "plug-and-play" should mean 

■►Sometime this spring, Creative ! 
■ Labs will be shipping the PCI ver- 1 
Ision of the 3D Blaster (see 
1 review on page 80). However, the I 
|PCI version will use a different 
I chip, the Rendition Verite chip. 
|The Verite is likely to be a hot 
I prospect; the boys at id (the 
I Doom dudes) have picked the 
■Verite as the first supported 
I accelerator for their upcoming 
J new release, Quake. Number Nine j 
I will also be shipping a Verite- 
I based board. 

|The folks at Hercules will also be j 
■delivering 3-D gear soon, but 
Itheir card will be based on S3's j 
Inew Virge chip. It's looking like j 
■the 3-D market will be heating up < 



that 1 don't have to know anything about 
my system, right? Just put the card in and 
go, right? Sure. 

A big part of the problem is the PC 
architecture itself, which has 16 hardware 
interrupts, only a handful of which are 
available to peripheral cards. A hardware 
interrupt, or IRQ, is a circuit that, when 
activated, "interrupts" the computer to tell 1 
it about some urgent business— when 
you press a key on the keyboard, for exam- 
ple. 

Another annoyance is that some older 
games arc limited to certain IRQs for 

! by midsummer. 
►Also on the radar screen, 
there's a new specification for 
CD-ROM discs and drives called 
DVD (Digitally Versatile Disc). 
And despite the dopey name, 
DVD has backing from large CD- 
ROM drive players like Sony and 
NEC, and will greatly increase 
disc capacity and throughput. 
Storage capacity can range from 
4.7 to 17 GB, and throughput is 
being initially rated at around 1.4 
MB/sec. DVD will be compatible 
with all current CD-ROM formats 
(data and audio), and drives sup- 
porting the larger capacities will 
read lower capacity discs as well. 




audio features. For example, a number of 
games assume that your sound card will 
be at I RQ 9 or lower. 'Hie laziness of 
game programmers is partly to blame, but 
that laziness is reinforced by the de facto 
Sound BLASTER standard, which normal- 
ly uses either IRQ 5 or IRQ 7 {with IRQ 9 
relegated to MIDI music synthesis). This 
caused great headaches for cards such as 

the Gravis Ultrasound series, which 
would default to IRQ 11. 

THIS IS PROGRESS? 

Okay, so along come plug-and-play 
(PnF) cards for the PC. No switches to 
set, no IRQs to remember; these cards are 
self-configuring. End of problem! Er, not 
quite. Picture this: 

You rip open the box for the new PnP 
AWE-32 card from CREATIVE LABS. You 
know this card has wide support from the 
game industry, and in a pinch, you can 
always use it as a stock SOUND BLASTER 
card. When you boot into Windows 95, 
the care! configures itself, and you have 
sweet-sounding audio from Windows. You 
arc one happy camper. 

You pull down a DOS game CD, boot 
to the DOS prompt, pop in the CD and 
run the game. Uh-oh. No sound. Well, 
you did just install a new sound card. You 
run the game's setup utility. The sound 



■ ■ Plug& 
Play only 
works with 
Win 95 or 
some other 
PnP-capable 
operating sys- 
tem and only 
with Windows 
apps. J J 
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card autodetect fails. You manually set 
even' IRQ you can think of, but still no 
sound. 

Scratching your head, you start up 
Windows 95 again, bring up the device 
manager and discover that your new PnP 
audio card is set to IRQ 15. Huh? 

You try to change it, only to get the 
message: "this parameter cannot be 
changed." You contemplate grabbing a 
shotgun and ending your computers life 
on the spot. 

This actually happened to me. During 
the process of getting the PnPAWE-32 to 
work, I uncovered a number of interesting 
facts: 

First, if you have a PnP BIOS in your 
computer— most newer PCI mother- 
boards, 486 and Pentiums, do— then you 
need to root around in your BIOS setup 
program. Usually, and I emphasize the 
word "usually," you can uncover a section 
of the BIOS setup program that allows 
you to manually configure which IRQs 
are allotted to PnP and which you can still 
manually control. If you're clever about it, 
you can assign only interrupts which are 
accessible by all games to PnP. Piece of 
cake, right? 

Okay, now what happens when you 
have two or even three PnP cards? 

Some BlOSes allow you to allocate 
specific 1 RQs to specific slots. Then you 
can count the slots and plug the PnP card 
into the right slot. Of course, there are 
some BlOSes that give you little or no 
manual control over the IRQ. 

ICU WILL SEE YOU THROUGH 

Hey, I thought this was supposed to be 
easier, I hear you cry. Actually, it is, as long 




If you've recently installed Windows 95, 
and it's behaving poorly— such as a low 
refresh rate and slow graphics perfor- 
mance—it's likely that Windows 95 only 
installed the 16-bit version of the graph- 
ics driver for your card. To install the 
32-bit virtual device driver (known as a 



as you remain in Windows 95 or some 
other PnP-awarc operating system and 
only run Windows applications. The 
hitches are those pesky older DOS games 
that we all love to play. 

There is a solution, however. It's called 
the "ISA configuration utility'" or ICU for 
short. 

fit Hey, I 
thought this was 
supposed to be 
easier, I hear 
you cry... The 
hitches are 
those pesky 
older DOS games 
that we all 
love to play. \ 

Those of you have used systems with 
EISA (extended ISA) architecture systems 
will immediately recognize the ICU. Its a 
program that you run that allows you to 
manually configure your system. You can 
assign resources to individual slots and 
cards, tell the sj'stem what's in each slot, 
and so on. These programs are usually 
easier to use than the more arcane setup 
programs that configure BIOS settings. 
There is a minor catch: you have to load a 
device driver in order to use these manu- 
ally assigned PnP settings. The good news 
is that the driver only takes up 2 KB of 
RAM. 



It works pretty well, too. The Gateway 
P133XL system we looked at in the 
January issue came bundled with a PnP 
Ensoniq SOUNDSCAPE card. The P133XL 
came with the device driver installed in 
the Windows 95 boot setup, so when we 
went to the DOS prompt, we had no 
problems running DOS games, especially 
those games that directly supported the 
SOUNDSCAPE board. 

The ICU is the only solution, by the 
way, for those older computers which do 
not have a PnP BIOS. You can obtain 
Intel's ICU on their BBS at (503) 264- 
7999. 

For added flexibility, some card makers 
allow you to disable PnP and retain man- 
ual control of the card settings from the 
beginning. Two interesting examples are 
the U.S. Robotics Sportster 28.8 KB 
PnP modem and the 3COM 3C509B 
network card. The SPORTSTER modem 
actually has a jumper that enables or dis- 
ables PnP (PnP is enabled by default.) 
The 3C509B ethemet card has a software 
installation program that lets you enable 
or disable PnP. 

TOMORROW AND TOMORROW... 

Eventually, software will catch up with 
the new hardware. Eventually, we'll all be 
running Windows 95 on our Pentium Pro 
Plus 900 MHz systems in dazzling, high- 
resolution true color with Dolby THX 
quality sound. Eventually. 

Until all the software catches up, 
however, its wise to anri yourself with 
a little knowledge, so that when you try 
to run the original version of Doom 
on your pure PnP system, you can get 
it to work, out of the box. Now that's 
plug-and-play.% 



VxD), insert your Windows 95 CD. Then 
go to your desktop, click the right 
mouse button and bring up the display 
properties window. Click on the settings 
tab, press the "Change" button under 
"Display Type" and then click on have 
disk. Now browse the directory on the 
CD named "drivers." Under drivers is 
another folder, "display." Find your ven- 
dor name and see if the driver will load. 



(Note: the Matrox drivers are for the 
older MGA line, not the Millenium.) If 
the driver doesn't load, or you don't see 
your board's driver on the Win95 install 
CD, visit your vendor's BBS or Web 
page to see it they have an updated dri- 
ver available. I'll be talking more in a 
future column about getting the right 
graphics driver to max out your 
Windows 95 performance. — L Case 
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Visit your retailer for a free demo or download the Arcade America promo from the Web (www.7thlevel.com) in AOl, MSN, 
CompuServe or Prodigy use SfVtNTH. For more information or to place an order, call I -800-8M-8863, ext. 126. 



Babbage'ss 



COMPt 



COMPUTEB/ 



soft ware ® 



*60-day money back guarantee. ©1995 7th Level, Inc. 7th Level is a registered trademark and Arcade America is a trademark of 7th Level, Inc. All rights reserved. 
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twenty 




In 1996, that number 

will increase 



MINDSCAPE" 
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Stick It 

In Your Ear 

// You're Still Using Those Featherweight Freebies That Came With Your 
Computer, You Should Hear What You've Been Missing 



By Ron Talbot 

I still remember the first time 1 
experienced sound while playing 
a computer game. I had been 
steadfastly refusing to add a 
sound card to my then-hulking 
386-20. It was primarily a game 
rig and I was feeling guilty about 
the amount of money 1 was 
spending on it. I was a hard-core 
RPG gamer at the time and I 
viewed sound as an expensive luxury. A 
friend had to practically tie me in a chair 
to force rile to listen to that first Ad Lib 
card. By dawn the next morning I was 
hooked. 

Games like Red Baron, WlNC 
COMMANDER and even the SSI gold box 
games come alive with the simple addi- 
tion of audio. Once you can both see and 
hear the action in a game, it becomes ever 
so easy to completely lose yourself in it. 
That wonderful state of total absorption, 
the doldrums of reality forgotten, lures us 



tytafflHKMyStmiSystai? 



You might be asking yourself just how do these speaker 
systems stand up to your typical home stereo system. 
Why can't I just run a cable to my amp and save myself 
a fistful of dollars? Good question. Actually, this is how I 
have functioned for the past six years. I have an average quality 
amp and pretty good speakers. As I evaluated the featured units, 1 
also evaluated my stereo system, and it did very well in all areas 
except depth, owing to a lack of surround technology. The table in 
this article shows how it fared relative to these other systems. 
Basically, if you have a reasonable or better stereo system close to 
your computer you might as well use it unless you want to harness 
some of the newer "3-D" technologies. But if you've decided that 
you want a dedicated audio system for your gaming machine, then 
figure out first how much you're willing to pay for good gaming 
audio, check out the reviews below, and use the guidelines to also 
evaluate the wide range of multimedia speakers out there. 




back over and over again. 

Good sound adds 
enormously to the over- 
all enjoyment of any 
game. Why 
spend thou- 
sands of 
dollars on 
a fast 
processor, 
tons of 

memory, and a 
monitor fit for £ 
football stadium, only 
to add $20 tin can speakers as an after- 
thought? A good game rig is a pretty hefty 
investment, but a good set of speakers 
might well be the key ingredient to 
enriching your gaming pleasure. In this 
survey, we'll take a look at six speaker sys- 
tems currently on the market, and I'll give 
you some pointers on how to choose a 
system that's right for you. 

THE GAME'S THE THING! 

I'm not an audiophile, I'm a gamer. So 
rather than delve into a ton of techno- 
mintitiae about frequency response and 
harmonic distortion, I'm going to focus on 
how these systems sounded cranking out 
some gaming audio. To that end, I lis- 
tened to each of these speaker systems 
while playing MECHWaRRIQR 2 and 
Wing Commander III. My game rig has 
a SoundBlaster 16 with an Audiowave 
Dreamwave MIDI daughterboard. To 
round out my evaluation, I also listened to 
them playing CD-audio-based vocal and 
instrumental music tracks to see how they 
fared. 



AEROSPACE SPEAKERS AND SUB- 
WOOFER 

They're cute, they should be green, and 
they hiss like a snake. This system consists 
of two small streamlined speakers hooked 
in-line to a sub-woofer. The speakers are 
controlled by a cable remote for both 
power and volume. The sub-woofer has 
power and volume controls mounted on 
the front panel as well as an overall vol- 
ume control for the entire system. Hie 
speakers connect with a hard-wired cable, 
making replacement and positioning diffi- 
cult. Since these two products are bought 
separately, you are burdened with two 
power bricks, those large, heavy power 
supplies that irritatingly cover two or more 
outlets. 

The Aerospace system provides reason- 
able quality gaming sound, with especially 
high marks for the beefy sub-woofer. The 
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SV-722SW 
gave an almost perfect blend of strong 
Mech stomping bass without being obvi- 
ously distracting. This would be a good 
low-cost option if it weren't for the hiss. 
The speakers, while providing reasonable 
sound generate noticeable hiss that could 
be heard over the noise of my hard drives. 
r rhis hiss, usually generated by the unit's 
power amplifier, is a pretty common prob- 
lem that can be extremely distracting. 

$129.95 list, Interact Accessories, Hunt 
Valley, MD, (410) 785-5661, www.interact- 



ALTEC-LANSING ACS500 WITH 
DOLBY PRO-LOGIC 

This impressive-looking unit consists of 
two elegant 18-inch tall, 3-way speaker 
towers complemented by your standard 
under-the-desk snb-woofcr. It features a 
Dolby Pro-Ix>gic decoder, and has sepa- 
rate controls for the speakers and the sub- 
woofer, with one very irritating feature: 
the power buttons are both very small and 
hidden on the back of these units in hard- 
to-reach locations. Cabling is sound and 
the overall craftsmanship is excellent. 

Between Altec's reputation and the 
Pro-Logic, I was expecting to be blown 
away, but was suqjrisinglv disappointed. 
The sul>woofcr was particularly weak, 
and at typical game volume levels it 



sounded strangely fake and didn't blend 
well with the speakers. And while it 
fared much better playing traditional 
music, there was noticeable hiss. 
This unit might be a better fit 
for doing audio produc- 
tion work, but 
given its steep 
price, and 
the reviews 
focus on 
gaming 
audio, 1 can't 
BRr give it a strong 

recommenda- 
tion. 

$399.00 list, Altec-Lansing 
Technologies, Inc. Milford, PA, 
(800) 648-6663, email: 



75361. 351@CompuServe.com 



S219.99 list, Cambridge SoundWorks, 
Cambridge, MA, (800) FOR-H1FI, 
www.hifi.com. 
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IN DEflANCE OF PHYSICS! 



CAMBRIDGE 
SOUNDWORKS 

A collection of seeming 
contradictions, the 
SoundWorks consists 
of your standard L/R 
speaker plus sub- 
woofer configuration. 
The speakers are amaz- 
ingly small 3.5-inch 
cubes. 'I be only other 
speakers 1 have seen 
this small were for sale 
for$10atK-Mart. 
Believe me, these little guys produce 
amazing sound. This is the system of 
choice for those of you who arc "space- 
challenged." There's good cabling and 
craftsmanship with a minor glitch: the vol- 
ume control is on the cable between the 
computer and the sub-woofer (by necessi- 
ty). Unfortunately, this cable is not long 
enough to reach desk level if both the 
CPU and sub-woofer are on the floor. 

Strangely enough, SoundWorks gives 
good blood-stirring game sound, but 
seemed flat and muddy when tested with 
CD-audio music. A solid choice for your 
game rig, especially if you're in cramped 
quarters. 



LABTECH LCS-2612 SPEAKERS AND 
SUB-WOOFER 

Spatializer 3D technology' is this sys- 
tem's one strong point. Consisting of the 
standard two speaker/sub-woofer configu- 
ration, the satellites come with handy 
brackets that allow them to hang on each 
side of your monitor like elephant cars. 
The sub-woofer comes with convenient 
front panel 



CAMBRIDGE SOUNDWORKS 




controls. 'Hie craftsmanship 
was average and cabling w as definitely 
sub-standard with thin, hard-wired speak- 
er wires. 

The sound was unremarkable until you 
turned on the Spatial i/.er. The depth of 
sound provided by this feature is notice- 
able. But despite the improved sonic 
image, the I ^ibtcchs had the loudest hiss 
of any in this review. All in all, I wasn't very 
impressed. Be careful, these are quite 
often standard equipment in bundled 
computer systems. 

$119.99 list, Labtech Enterprises, Inc., 
Vancouver, WA, (360) 896-2000, 
www.labtech.com 
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SURVEY • SPEAKERS 




SSI CINEPLEX SYSTEM 1500 HOME 
THEATER 

If only 1 had a tnist fund, 'lliis full- 
fledged .surround sound system includes 
five speakers, a BIG sub-woofer and an 
amplifier/Dolby Pro-Lx)gie decoder box. 



There are a lot of different speaker systems on the market, 
so rather than trying to cover all these systems or pro- 
claiming system X as the one to buy, I've covered a few 
units, and here are my criteria for choosing a speaker sys- 
tem for a game rig. Of course, if you can get to a store where you 
can listen to the units yourself, that's the best litmus test, since your 
ears are the best judge. 

1. Sub-woofers rule! I don't know how I lived without one. A sub- 
woofer adds a visceral quality to game sound that can't be 
beat. 

2. Surround/3-D/spatializing technology really works. Some imple- 
mentations work better then others but in general it seems to be 
worth the extra bucks. 

3. If it hisses, take it back. Fine for serpents, not speakers. 

4. If you live in a thin-walled apartment, be sure your sub-woofer 
has a volume control. Eviction notices and irate neighbors tend 
to ruin the quality of your gaming experience. 

5. Look for thick, high-quality, replaceable cabling. 



peakers you say? Here is how they 
You have your traditional IVL 
center speaker that combines 
ht and left signals, and two 
special "surround" sound 
speakers that are positioned 
behind the listener. The 
Pro-Logic decoder distrib- 
utes the appropriate sig- 
nals to each of the speak- 
ers. The cabling was excel- 
lent, and setup was a no- 
brainer. 

The quality and depth of sound 
was excellent! One small problem: the 
mammoth sub-woofer can really rock da 
louse, hut it has no volume control. This 



$399.00 list, SSI Products, Inc., Arcadia, 
CA, (800) 845-4774. 



NUREALITY VIVID3D SPEAKERS 

Ah, the magic of technology, The Vivid 
3D system Ls a marvel, Using only two 
Speakers and SRS surround technology, 
NuReality creates a very convincing depth 
of sound. While playing MECl Warrior I 
was continually amazed at how the sound 
seemed to come directly from the monitor 
(the speakers were several feet away). But I 
found myself thinking, "if only it had a sub- 
woofer." 'Hie speakers produce reasonable 
bass tones for normal music, but we're 




could earn any apartment dweller a quick 
eviction notice. I noticed this right off the 
bat because the sub-woofer is almost too 
loud and, sigh, I do live in a apartment, 
finally, no hiss! 'llie sound quality was out- 
standing, even during the tough piano test. 
If you have the room and tolerant neigh- 
bors, go for it. 



talking games here. 
You want to "feel" every impact and explo- 
sion. Not very realistic, but dam fun. Still, 
for the price and 3-D effect, these well- 
made speakers are very tempting. Wood 
constmction, convenient controls, and 
good cabling round out this offering. 

$179.00 list, NuReality, Inc., Santa Ana, 
CA, (800) 501-8086, wwnureality.com % 



Speaker System 



AerospaceSV-720/SV-722 



Altec-Lansing ACS500 



Cambridge SoundWorks 



Gaming Sound Sub-woofer Hiss 



Good Great Poor 



Fair Poor Beta 



Good Good Good 



IESH 



Instrumental Music Vocal Music 



Above Average Average 



Above Average Above Average 



Labtec LCS-2612 w/ Sub-Woofer Average 



Above Average Poor 



Poor 



Below Average 



Beta Average 



SSI Cineplex System 1500 


Great 


Good 


Great 


Great 


Great 


Good 


NuReality Vivid3D 


Good 


N/A 


Good 


Great 


Good 


Good 


A Home Stereo System 


Great 


Good 


Great 


Average 


Great 


Great 
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Experience 3d ai 

demo: http://www.goldtree.com/ 
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REVIEW • 3D BLASTER 



Unexciting 
Acceleration 

Creative Labs' 3D Blaster Accelerates Some Games On A 486, 
But Don 't Expect Miracles 

by Loyd Case 



Price: $299 street price 
(2MB version) 
System Requirements: 
DOS, Windows 3.1, or 
Windows 95, 486 with 
VLB, VGA graphics 
card, 8 MB RAM 
Manufacturer: Creative 
Labs 
Milpitas, CA 
(800) 998-5227 
Reader Service #: 322 



1 996 should be the year that 
3-D accelerators hit the 
streets in force. Finally, the 
industry seems to be set- 
tling on two or three real- 
time, 3-D Application 
Programming Interface 
(API) standards, allowing 
programmers to write 3-D 
games to an API rather 
than to the registers of every 3-D chip out 
there. And the price points look about 
right, too, with $200-5300 being the target 
for 3-D accelerators with 2 MB of RAM. 

Creative Labs is one of the first compa- 
nies to release a 3-D accelerator, the 3D 
BLASTER, which began shipping late last 
year. Based on a cost-reduced version of 
3D LABS' GLiNT chipset, the 3D 
Bl ASTER is only available for VESA local 
bus (VLB for short). The idea is to give all 
those 486s out there an end-of-life perfor- 
mance kicker. However, the swift move to 
aggressively-priced Pentium PCI systems 
has apparently caught many people by 
surprise, including the folks at Creative. 

The 3D Buster has both Windows 3.1 
and Windows 95 drivers, and will support 
Microsoft's Direct3D API when it comes 
out later this year. The marketing mavens 
at Creative state that when running 
games written to 3D BLASTERS Creative 
Graphics Library API, the GLiNT 
engines performance is equivalent to a 
software-only 3-D rendering engine run- 
ning on a Pentium. Is it that good? Not 
really. Maybe the marketing folks at 
Creative only have 60 MHz Pentiums. 

The card is very easy to set up; after rip- 
ping the lid off your system, you find an 



i 



available VLB slot and 
insert the card. Creative 
decided to use a VGA 
pass-through, rather than 
trying to use the infamous 
VGA feature connector, a 
smart decision on their 
part. To use it, you need to 
run a cable (provided in 
the box) from your VGA 
adapter to the 3D 
BLASTER. Then you con- 
nect your monitor cable to 
another connector on the 3D card. 
Software installation is simple, with only 
one driver to install, although you'll have 
to be careful to assign the proper IRQs. 

3D Blaster's GLiNT chip brings a lot 
to the part}', including hardware Z-buffer- 
ing (for hidden surface calculations), and 
perspective-corrected texture mapping in 
hardware (to prevent texture warping). It 
also anti-aliases texture maps (to reduce 
the "(aggies"), and even has transparency 
blending and fog. 

A good software bundle rounds out the 
mix, and includes 3D BLASTER-accelerat- 
ed versions of NASCAR RACING, MAGIC 
Carpet Plus, Flight Unlimited, Hi- 
Octane and a good 3-D, first-person 
shooter called REBEL Moon, all of which 
arc DOS titles. If you 're miming Windows 
95, you can play these games after reboot- 
ing into DOS mode. 

So how does it play? The news is 
mixed. NASCAR RACING fared the best, 
although turning on all the rendering fea- 
tures created a pretty severe drag on the 
frame rate. FLIGHT UNLlMlTED's frame 
rate at 640x480 with most rendering fea- 




BLASTER PACK The 3D Blaster comes with NASCAR 
Racing, Magic Carpet Plus, Flight Unlimited and Hi-Octane, 
but it won't turn your 486 into a Pentium 133. 



tures enabled was unacceptable. The 
worst was probably Hl-OCTANE; at high- 
res, Hl-OCTANE was simply unplayable. 

Overall, if you're looking for a 3-D 
accelerator for your VL-Bus system, 3D 
Blaster is the only show in town. 
However, don't expect miracles. Abetter 
performance kicker would still be a fast 
Pentium upgrade. On the other hand, that 
will set you back considerably more than 
the 3D Blasters $299 price tag. 3D 
Blaster's support of the eventual 
Direct3D API will extend the life of that 
old 486 rig, but given the new CPU-hun- 
gry games we're now seeing, the overall 
experience may still fail short% 

►appeal: Gamers with Vesa local 
bus machines looking for faster 3-D 
performance. 

►PROS: It's the only game in town 
for VLB 3-D accel- 



►CONS: 
Performance is 
still sluggish on 
these games when 
most graphic 
options are on. 











I 



cc 



MARCH 1996 



Protect Your PC. FREE 60-page 
Power Protection Handbook 

What are the myths and musts of PC protection? What are the 10 most common 
power protection mistakes? The top tips for adding reliability to your PC? Get 
your FREE copy and find out! 

■ — I yrri Designed for 

LJ T C9i I'm interested in the First UPS designed 
for Windows 95. Please send my FREE 
handbook and Back-UPS Pro information. 

Name Title: 

^ V Company: 

Street: 



igned for 

SB 



City: State: Zip:. 

Phone/fax: 



Brands of UPS used ?_ 



# servers/PCs to be protected? 

Dept. R I 



NO POSTAGE 
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IN THE 
UNITED STATES 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 WEST KINGSTON, Rl 



POSTAGE MIL BE PAID BY ADDRESSEE 




AMERICAN POWER CONVERSION 



Dept. R I 

1 32 Fairgrounds Road 
P.O. Box 278 

West Kingston, Rl 02892-9920 



IT'S NOT IF, 



T'S WHEN 



Windows 9 95 and Windows NT Workstation 
put the power of a server on your PC. 
New Back-UPS 8 Pro will keep it there... 




If you're about to invest in a new 
multi-tasking operating system 
like Windows 95 or Windows NT 
Workstation, experts say it may 
be time to invest in APC 
protection. Why? Because bad 
power is the largest single cause of 
data loss, and on a multi-tasking system, your 
vulnerability is multiplied. When full protection is as 
affordable as a new mouse, it just doesn't make 
sense to leave your premium machine unprotected. 



at $239! 

Includes 
FREE 

ig & 

lay 
are! 



If 



You get safe automatic shutdown 
(whether you're there or not), power 
event recording for power quality 
analysis, real-time display of UPS status, 
and certified Windows 95 Plug & Play 
compatibility for easy installation. 



"...TO TAKE ADVANTAGE OF WINDOWS 9S'S SYSTEM AGENT AND DRIVESPACE U 
GRACEFUL SHUTDOWN IN THE EVENT OF AN EXTENDED POWER OUTAGE HAS B£. 
IMPORTANT. APC'S PLUG AND PLAY BACK-UPS PrO 280... IS ONE SLICK PACKAGE." 




"Organizations can further 
ensure reliable system 
performance by choosing a ups 
licensed to bear the designed 
for Windows 95 Logo..." 
Microsoft 



Should be standard equipment 
on every desktop... effective, affordable, 
designed to last..." 
PC Computing 



"[With Windows 95].. Users are keeping 
more files open at once and have more 
data at risk than ever before... a ups is 
quickly becoming a must..." 
ComputerLife 

"Don't take chances. Get the ultimate 
protection... from apc." pcworld 



Protect against the inevitable power hit with 
new Back-UPS Pro, the one and only UPS "Designed 
for Windows 95". Automatic Voltage Regulation 
(AVR) provides the edge you need for full protection 
against extended brownouts or overvoltages without 
draining the battery, while CellGuard"' intelligent 
battery management extends battery life with fast 
recharge and deep discharge protection. The units 
even include built-in lOBase-T network cable/phone 
line surge protection for a bulletproof response to 
anything Mother Nature or Murphy's Law may send 
in your direcrion. Plus they're even backed by an up 
to $25,000 guarantee against surge damage to your 
equipment (see details). 

AH in all, you can't make a bad choice when 
you choose the company that protects more PC's 
than all other UPS vendors combined: APC. 

For 6 minutes of runtime on a typical 486 , 
choose BJJ Pro 280PNP. For Pentiums or more 
runtime, choose the BU Pro 420PNP or 650PNP. 
Call for a Free demo Disk, 60-page catalog, or 
visit our PoiverPage" at http:llwww.apcc.com 



SurgeArrest™ & 
Protectnet™ 

AC and dataline surge 
suppressors. 



Back-UPS 8 & 
Back-UPS® pro 

UPS for PC and 
advanced workstations 



Smart-UPS* 1 & 
Smart-UPS® V/S 

Manageable VPS for 
5 and networks 



Matrix-UPS™ & 

Accessories 

Modular UPS for client/ 
server datacenters 





Starting at $ 1 9 



Starting at $ I 



Starting at $299 

Circle Reader Service #261 
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Starting at $3499 



AMERICAN POWER CONVERSION 

800-800-4APC 

Dept R1 

401-788-2797 fax / 800-347-FAXX Powerpax" 
132 Fairgrounds Rd., W. Kingston RI 02892 USA 



REVIEW • NEC MULTISPIN 4X4 



Test Driving 
The New 4x4 

The NEC 4x4 Isn't The Fastest CD-ROM Drive, 
But It Offers Convenience At A Good Price 




► FOUR IN ONE NEC's 4X4 has the advantage of 
housing four CDs in one unit, but unless a game 
supports multiple CD-ROM drives, you'll still have 
to shuffle discs. 



by Dave Salvator 

NEC's MultiSpin 4x4 is 
built more for comfort 
than for speed. With the 
4x4, NEC has chosen to 
concentrate on multiple 
disc access, letting you 
house four CDs simulta- 
neously. That doesn't 
mean every game which 
ships on more than one 
CD will automatically advance to the 
next disc in the stack, but it does allow 
easier access to multiple discs. 

The 4x4 has both Windows 3.1 and 
Windows 95 drivers, and ships with its 
own IDE controller. There are four but- 
tons on the front panel to load and unload 
discs, and a head- 
phone jack with vol- 
ume control. Unlike 
some other NEC 
units, there are no 
audio-CD transport 
controls (play/stop) 
for audio CDs. 

The 4x4 is offered 
at a good price, but 
there are other units 
in the same range 
that are much faster. 
Its much cheaper 
than the Plextor 6X, 
and a little cheaper 



Price: $279 
Manufacturer: NEC 

Technologies 
Wood Dale, IL 
(800) NEC-INFO 
www.nec.com 
Reader Service t 323 



than Creatives 6X drive. However, since 
the 4x4 performed more like a 3X drive, 
the unit loses on the speed front. 

Which means that the MumSPlN s 
main advantage is its 4-disc capacity. 
Does this capability come in handy for 
multi-CD games ? Well, that depends. 
Some games, like Wing COMMANDER 



III, make a call during initialization to 
check for the presence of multiple CD- 
ROM drives. If WlNG III finds more than 
one CD-ROM drive, it checks whether 
that additional drive contains a disc, and if 
so, reads its volume label. In this case, the 
MultiSpin would be handy since it 
switches discs on the fly when you move 
into a scene on the next disc. However, 
game developers have to write the code to 
detect and use multiple CD-ROM drives, 
and not all of them do. Windows 95s 
CDFS (CD File System) doesn't really 
have a provision for applications using 
multiple CDs either, so here again, it's left 
to the developer to write that code. 

The 4x4s Windows 95 driver presents 
four separate drive letters, 
each one representing a 
physical disc. NEC is work- 
ing on a new version of their 
driver that will present a sin- 
gle drive letter and offer a 
task bar-based utility with 
information on the four 
inserted discs that lets you 
select which one to activate. 

The MultiSpin's installation is well- 
documented, though somewhat awkward. 
It's not completely plug-and-play, and 
requires you to install its driver manually, 
then scan for new hardware in the 
Control Panel, where Windows 95 recog- 
nizes the controller. And while this proce- 
dure is careful!)' explained in the docu- 
mentation, it could be better automated. 
In WinBench tests, the 4x4 was able to 
achieve only 485 KB/sec throughput— a 
little better than 3X speed. This shortfall 
may be due in part to the 4x4s IDE con- 
troller, which has to rely more on the 



CPU to push CD-ROM I/O along. 

Given that a lot of games are still run- 
ning off of one CD-ROM, and speed is 
king, this unit is hard to recommend for 
hard-core gaming since it didn't achieve 
4X speeds in our tests. Some games will 
take advantage of multiple drives if they're 
present, but there's no standard for multi- 
CD-ROM configs in either DOS or 
Windows 95. So its still up to each game 
developer to enable multiple CD-ROM 
drives when initializing. But if you like 
having ready access to multiple discs with- 
out loading/unloading your caddy, and arc 
willing to trade some speed for the conve- 
nience, the $279 4x4 (includes controller) 
may be of interest. % 



[Company Product 


InterfaceTransfer 
Rate* (bytes/sec) 


Price 


NEC MultiSpin 
4x4IDE 


466,652 


S279 1 


1 Plextor 6PlexSCSI 


927,164 


$509 


Creative Labs Blaster CD 
6XEIDE 


952,223 


S299 1 


1 "Based on Wing Commander III install. 



►APPEAL: For users who want 
really access to multiple CDs. 

►PROS: Fairly easy setup, easy to 
use. For games that support multi-CD- 
ROM drives, the MultiSpin 4x4 makes 
advancing to the next disc a little 



►CONS: The unit doesn't really deliv- 
er 4X performance, and there are 
much faster units 
available. Some 
games don't sup- 
port multiple CD |r ' 
drives, so you'll H €*"** 
still have to do 
the CD shuffle. 
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REVIEW • PRO PLAY COLF-THE HOME COURSE 

Fore Play 



ThrustMaster Builds The Golf Widow's Ultimate Nightmare 



Price: $799.95 
System Requirements: 

IBM compatible 386 or 
better, Win 3.1 or bet- 
ter, 0.5 MB hard drive 
space, 2MB RAM. 
(Additional space and 
SVGA required for Links 
386 software.) 
# of Players: 1 to 4 
Protection: None 
Designer: ThrustMaster, 
Inc. 

Publisher: 

ThrustMaster, Inc. 
Portland, Oregon 
(503) 639-3200 
Reader Serviced: 324 



by Denny Atkin Sr. 

6olfers are crazy: Golfers use 
vacations to play more golf. 
They read about golf and 
watch others play golf. Then 
they talk about golf with fel- 
low golf nuts. Doesn't sound 
much different than the typ- 
ical computer gainer, does 
it? If you're a golfer and a 
gamer, you understand the 
meaning of obsession. 

'I limstMaster has long catered to the 
hardcore gamer, with a series of high-end 
controllers for flight sim fans. Now the 
company has turned its sights to the digi- 
tal duffer with Pro PlayGolf— The 
Home Course, a device that allows 
golfers to play PC golf games using their 
own clubs. 

PPG includes a base platform with 
controller unit, a large golf mat, three 
foam rubber golf balls, reflective tape 
which you apply to the bottom of your 
clubs, mbbcr tees, and a hanging indoor 
pitching net Not being a real techie, I was 
concerned about my ability to properly set 
up the system, but utilizing the included 
video and step-by-step instructions, I was 
standing on the 18th tec at a virtual Pebble 
Beach, waggling my driver, only a few 
minutes after unpacking the unit. 

The golf mat is an artificial turf layered 
over a foam base. The balls are made of a 
light foam rubber, but they do give nice 
sound feedback when you strike them. 

FAST FEEDBACK 

PPG isn't just a game controller — it 
also doubles as a swing analyzer. Using 
light sensors embodied in the electronic 
platfonn, it gives feedback on club head 
speed, the angle of the club face at 
impact, club height above the surface, 
point of ball impact, and direction of fol- 
low-through. 

The analyzer display is easily visible 



I 
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PUTTING AROUND Pro Play Golf lets hard-core duffers 
hit the course anytime, rain or shine. 



from several feet away, even using my 9.5- 
inch screen laptop. Along with a perfor- 
mance graph, it also gives tips on correct- 
ing swing errors upon request. 

When I first tried this function, I found 
my swing averaged aboLit 85 mph, and 
that I was swinging "inside-out," produc- 
ing a hook. By experimenting with a little 
earlier break in my wrists and more con- 
centration in the followMhrough, 1 
increased my club head speed to 95 mph, 
and ball direction improved dramatically. 
The next day, I transferred these ideas to 
Tualatin Country" Club's course and hit 
longer and straighter drives than I have 
enjoyed in months. 

ThrusuMaSter also bundles a modified 
copy of Access Software's LINKS 386 
w hich supports the controller. Using your 



own clubs is certainly a 
better way to play the 
game than watching the 
screen and trying to click 
the mouse at the right 
time. Not only is the con- 
trol natural, but the swing 
analyzer function also 
shows on the screen, giv- 
ing instant feedback. You 
might find you'll need to 
quickly move closer to the 
screen to follow the ball's 
flight, unless you have 
younger eyes than I do. 



REAL BALLS ARE 
BETTER 

The PPG system pro- 
vides a very real experi- 
ence, only held back by 
the fact that you aren't hit- 
ting real balls. 
[ThrustMaster says its 
possible to hit real balls, in 
the proper environment.) 
It gives both the novice 
and experienced golfer useful swing feed- 
back, and it's a superior controller for 
games such as LINKS 386. While the price 
may seem a major investment, many- 
golfers don't blink an eye at spending as 
much as $500 for a new jumbo titanium 
driver.% 

►appeal: Truly obsessed golfers 
with some discretionary income. 

►PROS: The device gives you serious 
and helpful feedback on your golf 
swings, in addition to bringing inter- 
active games to life. 

►CONS: You'll 
need a fairly large 
space to swing 
the club, and a 
hefty wad of cash 
to drive this baby 
home. 
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^11 0 J I TO PO BOX 234 DEPT 10597 

INT'L 802-767-3033 FAX 802-767-338: 

"OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accepted. 




CYBERMAGE 

Step off the pages 
of a Cyberpunk 
comic book and 
into a fantastic 
world. You're a 
21st century 
superhero entrust- 
ed with the 
unearthly dark- 
light gem. To 
master its powers, 
you must dive 
into battle against 
the evils of 
Necrom. CD $44 



'TOP GUN' All 

the thrills of this 
fast action dog- 
fighting adv. 
story come to life 
in this fun inter- 
active product. 
Begin with vivid 
competition for 
the Top Gun tro- 
phy while experi- 
encing all the 
sights, sounds 
and characters 
of the original 
movie. CD $45 



DESCENT" 

TI 



'DESCENT 2' 30 

new levels take the 
player through mis- 
sions on four sepa- 
rate planets and 
culminates inside 
the enemies' moth- 
ership. New ene- 
mies include intelli- 
gent robots that wilt 
adjust to the play- 
er's strategy, hunt 
the player down 
and suck up his 
energy supply. 
WIN 95 CD $46 




WARCRAFT 2' 

Return to the world 
of Warcraft, where 
the battle between 
the evil ores and 
the noble humans 
rages on. With 
powerful new 
allies, terrifying new 
creatures and inge- 
nious new weap- 
onry, the struggle 
for the domination 
of Azeroth contin- 
ues over land, sea 
and air. CD $46 




'ANGEL 
DEVOID: FACE 
OF THE ENEMY' 

You wake up from 
reconstructive 
surgery and see 
your arch enemy's 
face... staring at 
you from the mir- 
ror. No longer the 
hunter, you are 
now the hunted. 
Searing features, 
and a cast of 
professional 
actors. CD $44 




'POLICE QUEST 
5: SWAT AS- 
SAULT Serve as a 
cop in the elite Los 
Angeles Police 
Department's 
famous D Platoon. 
Learn about the tac- 
tics, weapons and 
equipment actually 
used by SWAT offi- 
cers. Test your 
knowledge and skill 
as you deal with 
real life crisis situa- 
tions. CD $50 



IBM HARDWARE I I IBM HARDWARE I I IBM HARDWARE I IBM ACTION | IBM ADVENTURE ■ IBM ADVENTURE 



CD ROM HARDWARE 

Digital Edge 3x Int CD $699 
Mitsumi Quad Speed $21 5 
NEC Multispin 6xi $479 
Plextor 4 Plex 4x Int. $279 
Plextor 6 Plex 6x Int. $429 
Snd Blastr Value 4x $229 
SBIstr Performance 4x$229 
Teac 6x Int CD Drive $424 

OTHER HARDWARE 
Head-On Gme Modem$129 
Modem Blaster 14.4K $169 
Phone Blaster $189 

FREE 

INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 2/1/96 to 
3/31/96 or while supplies 
last. Quantities limited. 



SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 



AUDIO HARDWARE 

3D Blaster $335 
Adlib Gold Sound Card $69 
Adv Gravis U-snd ACE $79 
Adv Grav Max/Doom 2 $165 
Audiophile Ref 30A Spk$189 
Audiophile SW20A SW$139 
Jazz J-351 Speakers $43 
Labtec CS-800 Speakrs$32 
PC Symphony $29 
Pro Audio Spectrum Pis $89 
SBIaster16 MCD(ASP) $172 
Sound Blaster 16 Value $95 
S BLASTER 32 IDE $179 
Sound Bister Pro Value $74 
Sound Blaster Value $57 
Snd Galaxy BX2 WSpkr$29 
SGalaxy NX2 & Speakr $49 
SGalaxy NXPRO 16 MM $99 
SGIxy NXPR016/SCSI$139 
Snd Galaxy NXPRO Kit $49 
Sound Man Wave $119 
SScape 16Wavetable$149 
SoundDrive 16 E2 ISA$109 
SoundDrive 16 SCSI $139 
Turtle Beach Tropez $219 
Vivid 3D Pro $105 
Vivid 3D Sound $55 

VIDEO HARDWARE 
Diamond Edge 3d 2200 $329 
GmeWave 32 Pro ISA $199 
Game View $99 
Game Zapper $47 
Matrox Millenium Acc $319 
Reel Magic Vid Upgrade $99 
ShareVision PC 300 $629 
ShareVision PC 3000$1339 
SpeedStar Pro SE VLB$1 79 
Speedstar Games Kit $169 
Speedstar Gm Kit PCI $169 
Velocity Grph Accllratr $399 



CONTROLLERS 

American Laser Gun $43 
Batter Up PC $52 
CH F-16 COMBATSTK $58 
CHF-16 FLIGHT STK $36 
CH FLIGHTSTCK PRO $48 
CH Mach 3 Joystick $25 
CH Pedals $41 
CH Pro Pedals $74 
CH PRO THROTTLE $75 
CH Throttle $60 
CH VITL PILOT PRO $69 
Grav Analog Pro/Dscnt $36 
Gravis Firebird $58 
GRAVIS GRIP $29 
Gravis PC Pad/Descent $27 
Gravis Phoenix/Dscent $83 
Joyswitch $38 
Ltech WngMan Extreme $45 
MS Natural Keyboard $91 
MS Sidewinder 3D Pro $56 
Notebook Gameport $42 
Spaceball Avenger $99 
Suncom F1 5 Eagle $1 1 8 
Suncom F1 5 Talon $75 
T-mstr Drivg System T1 $99 
TM DRIVG SSTEM T2 $108 
T-MASTER F16TQS $108 
T-MASTER FCS PRO $99 
T-mstr FLCSys(F16) $108 
T-mster FLCS Limited $499 
TM FCS /F DEFENDER $58 
T-MSTR GAME CARD $25 
TM PINBALL SYSTEM $32 
TM PRO PLAY GOLF $559 
T-mster Rudder System$98 
T-mstr Weapn Syst Mk2 $88 
T MASTR XLC $24 
TM XL CONTROLLER $24 
Total Control Virtual Ctrl $25 
VFX 1 Virt h 



1001 Nights of Doom $19 
4x Frenzy CD $48 
Castle Woltenstein CD $24 
CRUSADER CD $46 
DIZone 1 CD $24 
DIZone 2 CD $24 
Death Day CD $14 
Doom Ware 1 CD $25 
Doom 2 $45 
Doom 2 CD $43 
Doom 2 WIN 95 CD $45 
DUKE NUKEM 3D $35 
Duke Nukem 3D CD $49 
Hexen or CD $49 
HyperBlade CD $45 
Magic Carpet 2 CD $44 
Magic Carpet Plus CD $34 
Mstr Levels, Doom CD $25 
Maximum Roadkill CD $34 
Nerves of Steel CD $22 
Quarantine CD $25 
Rise of the Triad CD $18 
Rise of the Triad Ext CD $27 
Rise of Triad: Dark War $28 
Road Warrior CD $32 
Ruins CD $44 
Shadow Warrior CD $49 
Skull Cracker CD $41 
Space Hulk 2 CD $40 
Star Trk Generation CD $41 
System Shock CD $15 
Tek War CD $46 
Tek War Special Ed CD $52 
Terra Nova CD $41 
TWISTED METAL CD $40 
Ultimate Doom $31 
Ultimate Doom CD $31 
Ultimate Doom W95 CD$37 
Warhammer 40K CD $39 
WITCHAVEN CD $39 
XS CD $37 



1 0th Planet CD S44 
7th Guest 2: 11th HrCD$53 



$44 
$48 
$48 
$46 
$38 
$43 



Alien Alley CD 
Alien Alliance CD 
Alien Odyssey CD 
Alien Trilogy CD 
Alien Virus CD 
Aliens CD 
Alone in the Dark 3 CD $44 
Archangel CD $24 
Are U' Afraid of Dark CD $40 
Atmosfear CD $25 
Azrael'sTearCD $39 
Babylon 5 CD $28 
Bad Day on Midway CD$40 
Bad Mojo CD $38 
Beavis&ButtheadCD $33 
Big Red Adventure CD $40 
BioHazard Five CD $47 
Bioforge CD 
Bioforge Pius CD 
Black Diamond CD 
Bioodnet CD 
Bloodwings CD 
BrainDead 13 CD 
Buccaneers CD 
Bureau 13 CD 
Burn Cycle CD 
Cadillacs & Dino 
Calia 2095 CD 
Carrier Strike 
Castle Wolfstein 
Champion of Krynn CD $16 
Chewy Esc from F5 CD $44 
Chronicles of Sword CD$40 
Chronomaster CD $47 
City 2000 CD $19 
Commander Blood CD $39 
Conspiracy CD $30 
Corridor 7 CD $29 
Creation CD $52 



$33 
$44 
$44 
$41 
$24 
$38 
$48 
$33 
$34 
sCD $28 
$47 
$39 
$25 



Creature Shock CD $25 

Critical Path CD $19 

Crossfire CD S44 

Curse of Dragor CD $41 

CyberMage CD $44 

CyberiaCD $37 

Cyberia 2 CD $48 

Cyberwar CD $48 
Daedalus Encounter CD S29 

Damnesia CD $36 

Damocles CD $35 

Dark Eye CD $39 

Dark Forces CD $47 

Darker CD $31 

Darkseed 2 CD $45 
Day of the Tentacle CD $14 

Death Gate CD $34 
DEATH TRAP DUNG'N $42 

Depth Dwellers CD $29 

DIABLO CD $44 

Dinonauts CD $29 

Dinotopia CD $46 

Discworld $35 

Discworld CD $35 

Double Trouble CD $40 

DRUID CD $40 

Dune CD $29 

Dust: Wired West CD $40 

Ecstatica CD $35 

Elk Moon Murder CD $27 

Entombed CD $29 

Entomorph CD $35 

Extractors CD $34 

FADE TO BLACK CD $47 

Fighting Fantasy CD $40 

Flash Traffic CD $39 

Flashback CD $35 
Fight of Amazon Queen $1 9 

Fortress of Dr. Radiaki $1 5 

Fourplay $19 

Fox Hunt CD $47 

ffl 1996 CHIPS* BITS. INC. 
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Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 




'DAEDALUS 
ENCOUNTER ' 

Spaceship sal- 
vage expert An is 
running from a 
massive star that 
fries passing 
spaceships like 
bugs hitting a 
light. To make 
things worse, her 
salvage vehicle is 
entangled in a 
crippled space- 
craft! 3D game 
play. CD S29 




THE COMPLETE 
CARRIERS AT 
WAR' provides a 
total picture of car- 
rier combat no 
other simulation 
has matched for 
both excitement 
and historical 
accuracy. It con- 
tains C.A.W. 1, 
C.A.W. 2, the 
Construction Kit, 
the war scenarios 
as well as new 
scenarios, CD $42 




'THRUSTMASTER WIZZARD PINBALL CON- 
TROLLER' Two dual stage flipper buttons with nudge & 
tilt sensors attach to your keyboard for the ultimate in pin- 
ball action! Comes w/Royal Rush Pinball game! $32 




'CRYSTAL 
CALIBURN' A 

truly great pinball 
game is more 
than great 
graphics and 
spectacular 
sounds, more 
than the latest 
arcade features 
like 3D ramps 
and three multi- 
ball play. It's one 
that keeps you 
coming back for 
more! $29 



IBM ADVENTURE 



Frankenstein CD $46 

Freddy Pharkas CD $32 

Freelancer 2120 CD $41 

FULL THROTTLE CD S45 

G-Nome CD $43 

Gabriel Knight 2 CD $55 

Gateway 2 $25 

Gobliiins CD $19 

GrailQuest $17 

HardJack CD $48 

Harvester CD $46 

Heart of Darkness CD $55 

Hell CD $45 

Hell Cab CD $19 

HellraiserCD $52 

Homicide CD $40 

I Have No Mouth CD $45 

Ice & Fire CD $46 

In the First Degree CD $46 

Indestructibles CD $44 

Indiana Jones 4 CD $15 
Indi Jones Desktop Adv $19 

Inherit the Earth CD $24 

Into the Shadows CD $48 

Jack the Ripper CD $19 
Jewel of the Oracle CD $39 

Johnny Mnemonic CD $41 

Jonny Quest $26 
Journey to Center Earth$25 

Journeyman Project 2 $46 

Jurassic Park $29 

Karma CD $40 

King's Quest 7 CD $25 

King's Ransom CD $32 

Kingdom O' Magic CD $38 

Knights Chase CD $42 

Krazy Ivan CD $40 
Kronolog; Nazi Paradox$19 

L-Zone CD $40 

Labyrinth of Time CD $20 

Lawnmower Man 2 CD $44 



IBM ADVENTURE 



Lgend of Kyrandia 3 CD$25 
Legends of Don Huang $44 
Leisure St Larry Anth CD $47 
Lion CD $39 
Loadstar CD $44 
Lost Eden CD $39 
Lost Files of Sherlock 2 $44 
Lst Mind of Dr Brain CD$36 
Lost in Town CD S44 
Maabus CD S25 
Martian Chronicles CD $40 
Mirage CD $40 
Mission 9 CD $44 
Mission Critical CD $39 
Monstrous City CD $44 
Morph Man CD $25 
Mortimer CD $42 
Myst CD $48 
Necrobius CD $40 
Nibelrung Rng Cycle CDS39 
Night Trap CD $25 
No World Order CD $24 
Noctropolis CD $27 
Nomad CD $36 
Normality CD $48 
Odyssey CD $44 
Offensive CD $34 
Operation Body Count $29 
Orion Conspiracy CD $40 
Out of this World CD $31 
PagemasterCD $44 
Pandora Device CD $54 
Panic In the Park CD $35 
Parasite CD $37 
Phantasmagoria CD $53 
Pitfall CD $43 
Police Quest 5 CD $50 
Power Dolls CD $30 
Predator CD $44 
Prince of Persia Collect $19 
Prisoner of Ice CD $42 




'CHRONOMAS- 
TER' The game is 
set against the 
back drop of 6 man 
made universes, 
each obeying their 
own laws of 
physics, where 
magic and science 
co exist. Embark 
on an odyssey 
through worlds run 
by cyborgs, pirates 
and witches who 
provide deadly 
puzzles. CD $47 



IBM ADVENTURE 



Promised Land CD $41 
Psychic Detective CD $44 
Psychotron CD $17 
Quantum Gate CD $19 
Quest for Glory 4 CD $18 
Re-Elect JFK CD $32 
Relentless CD $25 
Return to Zork:Nemesis$45 
Riddle of Master Lu CD $48 
Riftwar Legacy S23 
Ripper CD $48 
Rivers of Dawn CD $41 
Robot City CD $32 
Robot Club CD $29 
Sam & Max CD S16 
Sato City CD $40 
Scroll CD 338 
Scrutiny CD $37 
Sea Legends CD $34 
Secret Monkey Island 2 $21 
Sentient CD $40 
Separation Anxiety CD $45 
Shadow Caster $18 
Shadow of Comet CD $25 
Shadows CD $40 
Shadows of Cairn CD $39 
Sham Shpade CD $35 
SHANNARA CD $39 
Shivers CD $37 
Silverload CD $38 
Simon the Sorcerer $19 
Simon t' Sorcerer 2 CD $35 
Skyborg: Vortex CD $44 
Slaughterhouse 5 CD $46 
Space Quest 6 CD $45 
Spce Ship Brainlock CDS49 
Spaceship Warlock CD $29 
Spawn CD S37 
SPYCRAFT CD $47 
Star Trek: Anniversary $26 
Star Trek: Judgement $15 



IBM ADVENTURE 



Star Trek: Academy CDS46 
Star Trek: Voyager CD $48 
Starship Troopers CD $39 
Synnergist CD $40 
Terminator 2029 CD $29 
TERMINATOR:SHOCK$44 
Terror of the Deep CD $36 
THE DIG CD $47 
The Prophecy $19 
The Trial CD $44 
Time Commando CD $45 
Time Gate CD $42 
Tom & Jerry $18 
Tommy CD $48 
Tong Nau CD $40 
Torin's Passage CD $50 
Total Distortion CD $44 
Touche CD $25 
Treasure Island CD $25 
Trouble is my Biz CD $46 
Under Pressure CD $28 
UNDER KILL'G MOON $39 
Urban Decay CD $39 
Virtuoso CD S39 
Virus CD S37 
Void Pirates CD $43 
Vortex CD $45 
Voyeur CD $46 
Waterworld CD $48 
Welcome to Future CD $44 
Wetlands CD $29 
Who Killed Sam Rupert $16 
WolftHunt / Hunted CD $19 
Woodruff & Schnibble $32 
Wrath of the Gods CD $36 
XenoPhage CD $46 
Z CD $48 
Zeddas:Srvant of Sheol $34 
Zeram: Ult, Alien CD $34 
Zombie Dino CD $30 
Zorro CD $39 




'WIZARDRY 
GOLD' The 

upgraded and 
enhanced ver- 
sion of the best 
role playing 
game of all time 
Crusaders of the 
Dark Savant is 
now available for 
WIN 95. New 
screen savers, 
etc. And yes, 
you can import 
your existing 
parties. CD $35 



3D ULTRA PINBALL 

Alpha Storm CD 
BC Racer CD 
Batman Forever CD 



S40 

$37 
$25 
$44 



Battle Beast: Dead On $44 



$19 
$35 
$42 
$37 
$39 
$44 
$25 
$29 
$44 
$24 



Chaos Engine CD 
Corpse Killer CD 
DefCon 5 CD 
Dimension CD 
Dragons Lair 2 CD 
Earthworm Jim CD 
EndorFun CD 
Extreme Pinball CD 
FX Fighter CD 
Full Tilt Pinball CD 
Hammer Slammers CD $46 
Hive CD $43 
Hodj & Podj CD $25 
Judge Dredd CD $40 
Last Bounty Hunter CD $37 
LobO CD $34 
Lode Runner $19 
Looney Labyrinth Pnball $29 
Mario's Gallery CD $25 
Maximum Surge CD $35 
Mega Man X CD 
Metal & Lace 
Mickey Mania CD 
Monster Island CD 
Monty Python Waste CD$48 
MORTAL KOMBAT 3 $46 
PINBALL ILLUSIONS $29 
PINBALL WORLD CD $35 
Primal Rage CD $47 
Psycho Pinball CD $25 
REBEL ASSAULT 2 CD$47 
Royal Flush Pinball CD $22 
Shell Shock CD $34 
Space Runner CD $42 
Super Bubsy CD $33 
Super Pushover CD $24 



$44 
$27 
$37 
$44 



mm 
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GAME OFFER 

Spend the specified amount on 
any in stock software and 
choose a free IBM game from 
the corresponding list below. 
Request must be made at 
time of order. 

SPEND $60 

Airborne Ranger 5.25, Battles 
of Destiny 3.5, Bridge Olympiad 
3.5, Conquered Kingdoms Seen 
1 3.5, ESPN Sports Shorts CD, 
F-15 Strike Eagle 2 3.5, 
Gunship 5.25, Origamo 3.5, 
Precision Approach 3.5, Rules 
of Engagement 5.25, Silent 
Service 2 3.5 

SPEND $100 

Conquered Kingdoms 3.5, Dr. 
Floyds Desktop Toys 3.5, Flight 
Sim Toolkit 3.5, Macarthurs 
War 3.5, Megatraveller Zhodani 
5.25, Railroad Tycoon 3.5, 
Return of the Phantom 3.5, 
Spellcasting 101 5.25, Storm 
Across Europe 5.25 

SPEND $160 

Air Combat Pacific 1942 3.5, 
Alone in the Dark 3.5, Blood 
Bowl CD, Royal Flush Pinball 
CD, Sail Simulator 3.5, Simon 
the Sorceror 3.5, Star Trek 
Judgment Rites 3.5, Total 
Control Virtual Controller, 
Ultima Underworld 2 3.5, Walls 
of Rome 3.5, Warlords 2 3.5 

SPEND $200 

Casino Gambler Kit 3.5, 
Complete UMS, Falcon 3.0 3.5, 
Harpoon 2 3.5, Harpoon Classic 
CD or WIN, Jutland CD, Links 
Pro 386 CD, Maxx Cobra Flight 

Wirli llnrler 9 Uilllnn Mnnn T.n 
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INT'L 802-767-3033 FAX 802-767-338! 
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'ANVIL OF 
DAWN' is an 

inventive remark- 
able first person 
fantasy adventure. 
Filled with sus- 
penseful encoun- 
ters, the player 
controls one of five 
champions that are 
left in a world taken 
over by the dark 
armies of an evil 
warlord. 100 inge- 
nious characters! 
■ WIN 95 CD $34 




'BATTLEGROUND: GETTYSBURG' Covers the crucial 
3 days of July 1st, 2nd and 3rd 1863, where the very 
future of a nation hangs in the balance. Full color re- 
enactment video makes this strategy game! CD $42 



mm 




'FUGKT SHOP' is 

the advanced air- 
craft design and 
flight adventure 
editor, and is ail 
you need to create 
and fly the ultimate 
flight experience for 
Microsoft Flight 
Simulator. It 
includes new excit- 
ing ready to fly air- 
craft and has digi- 
tized voices to 
bring your experi- 
ence to life! $38 




'CYBERIA 2' 

After spending 
five years in 
cryogenic hiber- 
nation, it's time 
for you to get 
some answers. 
What happened 
to you after 
merging with the 
Cyberia entity, 
destroying FWA 
CEO William 
Devlin and then 
crashing back to 
Earth? CD $48 




'PAX IMPERIA 2' 

Control every 
aspect of a civiliza- 
tion on the verge of 
entering the vast 
frontier of space. 
Economics, re- 



and diplomacy are 
the tools you'll use 
to create and main- 
tain your galactic 
empire. Build a 
fleet of warships or 
establish economic 
dominion! CD $46 



'CAPITALISM' 

Great corporate 
struggles can be 
compared to the 
Great Battles at 
Gettysburg, Iwo 
Jima, and the Gulf 
in 1992. Now in 
Capitalism, you 
can demonstrate 
you own battle 
leadership in this 
real time game of 
intrigue, competi- 
tion, success and 
failure. CD $42 



IBM ROLEPLAYING 



IBM SIMULATIONS 



IBM SIMULATIONS 



IBM SIMULATIONS 



IBM SIMULATIONS 



Super St Fghtr 2 w/Ctrl S36 

Supreme Warrior CD $44 
Take-A-Break Pnbll CD $39 

Tetris Classic CD $19 

Thexder 2 CD S40 

Thunderstrike CD $44 

Time Pockets CD $46 

Total Domination CD $39 

Tri-Tryst CD $24 

WWF Arcade CD $45 

WWF Raw CD $41 

Worms CD $34 

Zoop $26 



INTERACTIVE 
ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 2/1/96 to 
3/31/96 or while supplies 
last. Quantities limited. 




ADD of Three Worlds $26 
Al-Qadim CD $25 
Alien Legacy $36 
Anvil of Dawn CD $34 
Arena CD $33 
Arena Deluxe CD $47 
Betrayal at Antara CD $48 
Cobra Mission $29 
CyClones $39 
Cyber Space CD $38 
CyberJudas CD $32 
Dark Sun 1 or 2 CD ea $49 
Death Keep CD $39 
Death Knghtof Krynn $15 
Disciples of Steel CD $22 
Dungeon Master 2 CD $38 
ELDER SCROLL 2 CD $48 
FORGOTTEN REALMS $44 
Gateway Savage Frontr$16 
Halls of the Dead CD $40 
Hunters of RalkCD S48 
Ishar 3 CD S33 
Kingdoms CD S40 
Knights of Xentar $31 
Lands of Lore 2 CD $46 
Lords of Midnight CD $47 
Might & Magic Trilogy $19 
Ravenloft2CD $46 
Realm of Arkania 3 CD $46 
Ring of Medusa Gld CD $23 
Robinson Requiem CD S29 
Shadow Caster CD $15 
STAR TRAIL CD $36 
Star Trek Deep Spce 9 $41 
StarTrk TNG; Unity CD $46 
Stonekeep CD $50 
Terracide CD $42 
Thunderscape CD $44 
Ultima 9: Ascension CDS52 
Ultimate Fantasy CD $39 
WIZARDRY GOLD CD S35 



1943: Euro Air War CD $49 
1st Encounters CD S32 
A.T. F. {Adv Tact Fghtr) S48 
A-10 Attack CD $42 
A10 2: Silent Hunter CD548 
AH 64D Longbow CD $48 
Absolute Zero CD $42 
Aces Over Europe $22 
Aces of the Deep 2 CD $48 
Aces of t' Deep Mission $29 
Aces of the Pacific CD $25 
Across Desert 1941 CDS48 
Across the Rhine CD $45 
Air Cmbat Pacific 1942 $16 
A.C.P. 1942 Gold CD $42 
ACS Navy Fighters CD $47 
ACS Navy Fighters Exp $25 
ACS Navy Fighter Gold $48 
Air Havoc Controller CD S33 
Air Warrior 2 CD $40 
AirpowerCD $35 
Al Unser Jr Racing CD 533 
Apache CD $45 
Archimedean Dynasty S44 
Armored Fist CD S28 
Army Air Corps: '42 CD S48 
ASSAULT RIGS CD S40 
BTTLECRUISER 3000 S45 
Big Red Racing CD S41 
Black Knight CD S38 
Chaos Control CD 534 
Chopper Strike CD $52 
Comanche 2 CD $33 
Combat Air Patrol CD $25 
Combat Classics 2 $19 
Command CD $47 
Confirmed Kill CD S42 
Cyber Race CD S32 
Cyberbykes CD $31 
Cyberspeed CD $39 
CyclemaniaCD $34 



D-Day:Op. Overlord CD$25 
Dark Ride CD $49 
Dawn Patrol 2 CD $42 
Dawn PtroLHead t'Head$25 
Dead End CD $44 
Death Race CD $34 
Delta V $19 
DESCENT 2.0 CD $46 
DESTRUCT'N DERBY $40 
Dream Web CD $34 
EARTHSIEGE 2 CD $48 
Elite Plus $19 
Evasive Action $28 
F-16 Fghting Falcon CD $44 
F-19CD $14 
F1 5 Strike Eagle 3 CD $48 
FA 18 Hornet CD $54 
Falcon 4.0 CD $52 
Falcon Gold CD 552 
Fast Attack CD $44 
Fighter Duel Pro 2 CD $34 
Fighter Wing or CD $36 
Fighting Falcon CD $47 
Fleet Defender Gold CD $42 
Flight Light CD $19 
Flight Sim ToolKit $16 
Flight Unlimited CD $48 
Flying Aces CD $49 
Flying Corps CD $44 
Flying Nightmares 2 CD$42 
Flying Tigers CD $42 
Frontier Elite 2 $19 
Fury Cubed CD $39 
Great Naval Battles CD $42 
Grey Wolf CD $19 
H.A.W.C. CD $35 
Hi-Octane CD $44 
INDY CAR RACING 2.0 $48 
Indy Car Rce Compiled $25 
Inferno CD $44 
Interactive Sailing CD $45 



Iron Angel CD $44 
Iron Assault CD $39 
Jet Fighter 3 $41 
Jet Pack CD 536 
Jet Ski Rage CD S39 
Jump Jet $22 
Last Dynasty CD $48 
Lawn Mower Man CD S35 
Locus CD $46 
M1 Tank Platoon 2 CD $48 
Mag Zone CD $30 
Max Overkill Bundle CD540 
Max Overkill Mission 2 529 
Max Overkill Mlti-Player $48 
Mech Commander CD S40 
MECHWARRIOR 2 CD $46 
MECHWARRIOR 2 EXPS26 
MechWarrior 2 NetMech $1 5 
Metal Lords CD $34 
MetalTech: BDrome CDS21 
MetalTech: ESiege CD 547 
MetalTech: ESiege Exp 533 
MtalTech: ESiege Spch $20 
Microsoft Flight Sim 5.1 $48 
Msoft Flight Sim 5.1 CD $53 
MS Fight Sim Flgh Shop$38 
Mig 29 Gold CD $49 
Nascar Racing $39 
Nascar Racng Trks CD $24 
Net Racer CD $44 
Phoenix Fighter CD $49 
Power Boat Simulator 3 $46 
Rapid Assault CD $28 
Raven Project CD $39 
Reach forthe Skies $16 
Real Weather Pilot $14 
Red Baron Tnk Kller CD $26 
Red Baron w/Mssn Bldr$29 
Red Ghost CD $42 
Renegade CD $36 
Renegade 2 CD $26 



Retribution CD $19 
Roll Cage CD $34 
SU-27 Flanker CD $46 
Sail '95 S35 
Sail Simulator $40 
Sailing Simulator 3 $52 
Sailing Sim 3 Coasts ea $39 
Savage CD $40 
Screamer CD $41 
Sea Wolf CD $15 
Sensory Overload CD $42 
Shock Wave CD $44 
Silent Hunter CD $46 
Silent Service 2 $16 
Silent Steel CD $45 
Sky Warriors CD $35 
Slipstream 5000 CD $35 
Space Academy CD $47 
Spectre VR CD $29 
Star Crusader CD $27 
Star Crusadr Msn/Spch $1 9 
Star Rangers CD $44 
Strike Commander CD $15 
Stunt Driver CD $14 
Sub Battle Sim 2 CD $39 
Sub War 2050 Plus CD $19 
Super Tnk Commander $40 
SuperKarts CD $24 
T-MEK CD $38 
TFX CD $36 
TFX EF2000 CD $45 
Tank CD $14 
Tank Commander Net $46 
Task Force Admirals Pk $29 
Terminal Velocity $29 
Terminal Velocity CD $36 
THE DARKENING CD $54 
The Need for Speed CD $47 
Tie Fighter $29 
Tie Fighter Collector CD $47 
Top Gun:FireAtWillCD$45 



SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 



Cal1 N0W * JSfe 800-699-4263 

Checks held 4 weeks. Money Orders under S2QQ same as cash. GOD SB. Defectives replaced with same product. Mast items shipped same day. Shipping times may vary. Price/availability may change. AM sales final. Call for details. 




'THE LAST 
BLITZKRIEG' 

will put you in the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artifi- 
cial intelligence, 
six scenarios, 
replay feature for 
reliving battles, 
network and mo- 
dem play! CD $41 




'JOYSWITCH' Now you can jump from joystick to joy- 
stick, game to game with the speed and ease of turn- 
ing a switch. No more reaching behind your computer 
to swap joystick cables on the game port. $38 



'HEXEN' While you 
were battling the 
evil forces of D'Saril, 
the other Serpent 
Riders were busy 
sowing the seeds of 
destruction in other 
dimensions. 
Hexen's a world lit- 
tered with the man- 
gled corpses of 
nonbelievers and 
inhabited by the 
undead followers 
that executed 
them. CD $49 




'SILENT 
HUNTER' 

Authentic W.W.II 
film footage, cine- 
matics, and narra- 
tion throughout the 
game will give the 
player a historical 
feel of what it was 
like to command a 
submarine during 
the war in the 
Pacific. Choose a 
variety of American 
submarines used 
in W.W.II. CD $46 




THE DIG' A team 
of astronauts are 
mysteriously 
transported to an 
alien world where 
they uncover arti- 
facts of an 
ancient, yet 
advanced civiliza- 
tion. They must 
sift through the 
ruins and assem- 
ble the neces- 
sary technology 
to take them 
home. CD $47 




'MILE HIGH CLUB' Eight of the best selling flight sims 
ever created! Wing Commander, Wing Commander 
Academy, MIG-29, Megafortress, The Heroes of the 
357th,ATAC,JetRghter2and F-14Tomcat CD$26 
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Tower 
Trophy E 
U-Boat 
U-Boat 2 



$42 
$48 
$34 
$36 
$15 
$14 
$41 
$40 



Ultrabots CD 
Vette CD 
Virtual Karts CD 
WARHAWK CD 
Wrewolf/Comanche CD $48 
Whiplash CD $46 
Wing Commander 3 CD $33 
WING COMMANDER 4 $54 
W Commander Armada $15 



Wing Nuts CD $34 
Wings of Glory CD $25 
Wipe Out CD $40 
Wolf Pack CD $15 
Wrld Circuit GP 2 $41 
World Circuit 2 Net CD $42 
Wrld Circuit GP2 Mnger$41 
X-Car Exp Racing CD $44 
X-Wing $23 
X-Wing Collector's CD $24 
X-Wing Mission Disk ea$19 
Y eager Air Combat CD $15 
Zone Raiders CD $41 



3-Decathlon CD $42 
3D Table Sports CD $26 
APBA Baseball $24 
APBA Baseball 3 CD $37 
All Star Baseball CD $40 
Blood Bowl CD $29 
Brett Hull Hckey '95 CD $29 
ESPN 2 Extreme Gmes$34 
ESPN Hockey CD $40 
FIFA lntrnt'l Soccer '96 $40 
Frank Thomas Baseball $44 
Front Page FB Pro '95 $47 

0 1996 CHIPS S BITS. INC. 



FRONT PAGE FB '96 $48 

Front Pg Sprts Bsbll '96 $48 
Gone Fishin' CD $25 
Hardball 5 CD $40 
Hooves of Thunder CD $35 
Internatnal Tennis Open $44 
J Nicklaus Muirfield CD $40 
Jordan In Flight CD $13 
Links Pentium CD $49 
LINKS PRO 386 $16 
ML Personal Pro Golf $1 9 
Madden Football 96 CD $40 
Microsoft Baseball CD $51 
NBA Airborne '95 CD $40 
NBA Jam Tournament $44 
NBA Live 95 CD $47 
NBA LIVE 96 CD $40 
NCAA Football CD $44 
NFL '95 $24 
NFL Coaches Club FB $14 
NFL Quarterbk Club '96 $45 
NFL Super Bowl CD $39 
NHL Hockey '96 CD $44 
N Faldo Champion Golf $34 
Old Time Baseball CD $48 
PBA Bowling CD $32 
PGA Tour Golf 96 CD $44 
QB Attack CD $35 
RBI Baseball '96 CD $40 
Rugby World Cup '95 $40 
Skins Game at Bighorn $37 
Title Fight Pro Boxing $33 
Tom Landry Football $24 
Troy Aikman Ftball CD $42 
Ultimate Ftball '95 CD $25 
Unnecessary Rough '96 $42 
VR Sports Golf CD $42 
VR Sports Soccer CD $42 
Virtual Golf CD $25 
Winter Sports CD $28 
World Hockey 95 CD $24 



1830: RR & Robbers $34 
Advanced Civilization $39 
Airbux1.2CD $19 
Alexander CD $43 
Allegiance CD $34 
Arctic Baron CD $16 
Ares CD $42 
ASCENDANCY CD $44 
Awful Green Things CD $35 
Battle Bugs $37 
Battle Isle 2200 CD $19 
Battles in Time CD $35 
Black Beard CD $34 
Breach 3 CD $40 
Buzz Aldrin Race Space S29 
C.E.O. CD $43 
CAESAR 2 CD $47 
Capitalism CD $42 
Castles 2 CD $25 
Celtic Tales CD $34 
Citizens CD $42 
CIVILIZATION CD $24 
Civilization 2000 CD $42 
Civilization Network CD $47 
Clash of Steel $19 
ClockWerx CD $24 
Colonization $19 
Colonization CD $19 
Colonization WIN CD $42 
Colonization Gold CD $48 
Cmmand&Conquer CD $47 
Cmmand/Conquer 2 CD $50 
. Cmplete Carriers at War$42 
Conquer for Windows $19 
Conquered Kingdoms 2 $38 
ConquererA.D. 1086 $44 
Conquest of New World $46 
Corporate Colonies CD $35 
Crisis in the Kremlin $29 
Critic's Choice Collectn $25 
sgionsCD $29 

Circle Reader 



Deadline CD $38 
Detroit CD $15 
DominusCD $19 
Dragon Force $16 
DUNE 2 $28 
Dungeon Keeper CD $48 
Empire 2 CD $34 
Empire Builder CD $39 
Empire Deluxe $19 
Empire Deluxe Mstr Ed $22 
Escalation CD $29 
Exploration CD $40 
Fantasy Empires $19 
Fantasy Fiefdom CD $48 
Fight Commander 2 CD $38 
Fort Apache $19 
Front Lines CD $39 
Gazillionaire CD $14 
Genghis Khan 2 $34 
Gettysburg:Trning Point $15 
Grandest Fleet CD $29 
Great Naval Btles 3 CD $41 
Great Naval Btles 4 CD $43 
Hammer of the Gods $28 
Harpoon 2 Battle 4 CD $20 
HercForce CD $48 
HERO MIGHT & MAGIC $34 
High Seas Trader CD $41 
Incredible Mchine 2 CD $39 
Into the Void CD $44 
Jagged Alliance CD $46 
Jutland CD $29 
Kingmaker $34 
KonquestCD $35 
Lemmings CD $25 
Lemmings 2:The Tribes $15 
Lemmings 3D CD $40 
Lemming Chronicle CD $35 
Lemmings Paintball CD $31 
Lords of the Realm CD $39 
Lost Admiral 2 CD $39 
Service #68 



Machiavelli f Prince CD$19 
Maelst $23 
Marco Polo CD $37 
Master of Antares CD $41 
Master of Magic $25 
Master of Orion $25 
MSTER OF ORION CD $25 
Metal Marines $27 
Metal Marines Mster Ed $48 



$44 



Metal Storm CD 
Millenia CD 
Navy Strike CD 
New Horizons CD 
Northlands CD 
Ocean Trader CD 
Operation Crusader CD $39 
OrionBurger CD $39 
Outpost 
Outpost CD 
Outpost Add On CD 
Outpost 2 CD 
PTO 2 CD 
Patrician CD 
PAX IMPERIA 2 CD 
Perfect General 
Pirates Gold CD 
Pizza Tycoon or CD 
Power House CD 



$38 
$44 
$33 
$45 
$34 
$36 
S46 
$21 
$19 
$25 
$26 



Power: The Game CD $29 
Project USA CD $25 
QinTomb Mid Kingdom $34 
Qwirks CD $19 
Railroad Tycoon CD $14 
Railroad Tycoon 2 Dlx $24 
Reunion CD $33 
Rogarian Agenda CD $39 
Romance 3 Kingdoms 3 $39 
ROMANCE 3 KGDOM 4 $39 
Sabre Team $25 
Sabre Team CD $29 
Second Conflict $34 



GAME OFFER 

Spend the specified amount on 
any in stock software and 
choose a free IBM game from 



Request must he made at 
time of order. 

SPEND $60 

Airborne Ranger 5.25, Battles 
of Destiny 3.5, Bridge Olympiad 
3.5, Conquered Kingdoms Seen 
1 3.5, ESPN Sports Shorts CD, 
F-15 Strike Eagle 2 3.5, 
Gunship 5.25, Origamo 3.5, 
Precision Approach 3.5, Rules 
of Engagement 5.25, Silent 
Service 2 3.5 

SPEND $100 



Floyds Desktop Toys 3.5, Flight 
Sim Toolkit 3.5, Macarthurs 
War 3.5, Megatraveller Zhodani 
5.25, Railroad Tycoon 3.5, 
Return of the Phantom 3.5, 
Spellcasting 101 5.25, Storm 
Across Europe 5.25 

SPEND $160 

Air Combat Pacific 1942 3.5, 
Atone in the Dark 3.5, Blood 
Bowl CD, Royal Flush Pinball 
CD, Sail Simulator 3.5, Simon 
the Sorceror 3.5, Star Trek 
Judgment Rites 3.5, Total 
Control Virtual Controller, 
Ultima Underworld 2 3.5, Walls 
of Rome 3.5, Warlords 2 3.5 

SPEND $200 

Casino Gambler Kit 3.5, 
Complete UMS, Falcon 3.0 3.5, 
Harpoon 2 3.5, Harpoon Classic 
CD or WIN, Jutland CD, Links 
Pro 386 CD, Maxx Cobra Flight 
Stick, Under a Killing Moon CD, 
Universal Neverlock 



Q J|TO PO BOX 234 DEPT 10597 

INT'L 802-767-3033 FAX 802-767-338! 

'OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accepted. 




'NCAA CHAMPI- 
ONSHIP BAS- 
KETBALL' cap- 
tures ail the color 
and pageantry of 
America's #1 col- 
lege sport. Pick 
one of 64 Division 
1 teams and take it 
to the National 
championship. 
This is the only PC 
basketball game 
with an exclusive 
artificial intellgence 
technology! CD $44 




' ULTIMATE 
DOOM' Now you 

can get the com- 
plete original 
megahit plus an 
all new episode 
that will blow you 
away: Thy Flesh 
Consumed. 
These nine 
never seen 
before expert 
levels will make 
the first 27 seem 
like a walk in the 
park! CD $31 




'WOODEN SHIPS 
& IRON MEN' 

Take command of 
the mightiest 
American, British, 
French and 
Spanish warships 
deployed during 
the American 
Revolution and 
Napoleon eras. 
Choose from 17 
historical ship to 
ship and fleet sce- 
narios or design 
your own! CD $39 




TIE FIGHTER: 
COLLECTORS 
EDITION' Through 
their treachery on 
Yavin, the alliance 
of rebels and other 
criminals has 
threatened the very 
foundation of the 
Empire. As an 
imperial Navy 
Starfighter pilot, 
you will safeguard 
imperiled lives 
throughout the 
Galaxy. CD $47 




'SPACE BUCKS' 

Your budding trans- 
port company has 
one ship and one 
starport, and from 
this humble begin- 
ning an empire can 
be built! Landing 
rights on nearby 
planets are up for 
grabs. Be sure to 
snag the' most prof- 
itable start up trade 
routes or your 3 
competitors will 
race ahead. CD $48 



IMF" 




'THRUSTMAS- 
TER PRO PLAY 

GOLF' For the 
first time, golfers 
can now play or 
practice with 
their own clubs, 
while playing 18 
holes of Links 
386 golf, or 
viewing the 
swing analyzer 
software to 
improve your 
swing right at 
home. $559 
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Serf City: Life is Feudal $37 
Settlers 2 CD $44 
Shadow of Emperor CD $44 
Sim Ant CD $40 
Sim Ant Windows $19 
Sim City CD $47 
Sim City Clssic Set 1 &2 $1 4 
Sim City 2000 $29 
Sim City 2000 WIN $42 
Sim City 2000 CD $53 
Sim City 2000 Cllection $58 
Sim City 2000 Cllct WIN $59 
Sim City 2000 Seen 1 $14 



INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 2/1/96 to 
3/31/96 or while supplies 
last. Quantities limited. 




Sim Earth CD 


$40 


Any One For Cards CD S25 


7th Fleet CD 


$39 


7th Guest 2: 11th Hour 


$16 


Leisure Suit Larry 6 


$10 


Sim Life 


$29 


Avatar CD S38 


ALLIED GENERAL CD $43 


AH64-D Longbow 


$18 


Lemmings Chronicles 


$12 


Sim Town CD 


$33 


Avery Cardoza's Casino $24 


BTLE OF THE BULGE $42 


Aces of the Deep 


$16 


Lords of Midnight 


$16 


Simlsle CD 


$35 


Avery Cardoza's Poker $24 


Battle of Chickamauga $42 


Across the Rhine 


$16 


Magic Carpet 1 & 2 


$18 


SimTower CD 


$31 


Bobby Fischers Chess $26 


BATTLEGRND EA CD $42 


Alien Legacy 


$16 


Magic the Gathering 


$10 


Space Bucks CD 


$40 


Bridge Deluxe 2 CD $43 


Bynd Squad Leader CD $45 


Aliens 


$16 


Master of Magic 


$16 


Space Hulk CD 


$15 


Bridge Master Champ $39 


Blue and the Grey 


$38 


Alone in the Dark 3 


$16 


Marco Polo 


$12 


Space Marines CD 


$44 


Caesar Wrld of Gamblg $37 


CincPac: Midway 


$39 


Ascendancy 


$16 


Mechwarrior 2 


$16 


Space Miner CD 


$36 


Card Plyrs Paradise CD$31 


Civil War: 1861-64 CD 


$38 


Bioforge 


$17 


Menzoberranzan 


$12 


Spaceward Ho! 4 


$24 


Casino Deluxe CD $24 


Custer's Last Commanc 


$32 


Civilization Network 


$10 


Metel Lords 


$16 


Star Base CD 


$42 


Casino Gambler Kit $29 


D-Day: A. Invades CD 


$39 


Celtic Tales 


$16 


Microsoft Flight Sim 5.1 


$16 


STAR CONTROL 3 CD S46 


Chessmaster 5000 CD $44 


Defend the Alamo 


$19 


Colonization 


$16 


Monty Python's Waste 


$12 


Star Reach CD 


$36 


Dealer's Choice Cllectn $25 


Drumbeat CD 


$42 


Command & Conquer 


$16 


Noctropolis 


$12 


Starship 


$15 


Dragon Dice CD S44 


FANTASY GENERAL 


$44 


Conquer A.D. 1086 


$16 


PGA Tour Golf 96 


$18 


Sub Version 


$19 


Game Wizzard Pro $32 


Fields of Glory 


$14 


Crusader: No Remorse 


$18 


Panzer General 


$16 


Syndicate Plus CD 


$15 


Hoyle Classic Cards CD $40 


Fifth Fleet CD 


$39 


Cybermage 


$18 


Phantasmagoria 


$16 


Syndicate Wars CD 


$45 


Hyper 3D Pinball CD $34 


Flight Commander 2 


$38 


Dark Forces 


$16 


Prisoner of Ice 


$16 


Terminator 2 Chsswars 


$24 


Icebreaker CD $29 


Gene Wars CD 


$44 


Dark Sun 1 or 2 ea 


$12 


Riddle of Master Lu 


$16 


The Complete UMS 


$44 


Incredible Mchine 2 or 3 $39 


Great Naval Btles 4 CD 


$43 


Death Gate 


$8 


Riftwar Legacy 


$16 


Theme Park CD 


$39 


Jeopardy CD $29 


Harpoon 3 CD 


$39 


Descent 


$16 


Rise of the Triad 


$19 


Tiny Troops CD 


S44 


MAGIC THE GATHER'G$41 


Iron Cross 2 CD 


$39 


Discworld 


$16 


Roleplaying Companion $1 9 


Transport Tycoon CD 


$24 


Mega Maze CD $28 


Last Blitzkrieg CD 


$41 


Doom 2 Survival 


$12 


Romance 3 Kingdoms 4$1 6 


Transport Tycoon Dlx 


$42 


MONOPOLY CD $40 


Operation Europe CD 


$34 


Dragon Lore 


$16 


Simlsle 


$16 


Unnatural Selection CD $29 


Ms. Metaverse CD $32 


Panthers in the Shadow 


$42 


Dungeon Master 2 


$16 


Space Quest 6 


$16 


Virtual Corporation CD 


$38 


Paparazzi CD $36 


Panzer General 


$35 


FIFA Intrntn'l Soccer 96$18 


Spaceward Ho! 


$10 


Visions of Glory CD 


$39 


Prfect Player Poker CD $24 


PERFECT GENERAL I 


$30 


Fade to Black 


$18 


Star Trail 


$18 


Walls of Rome 


$19 


Pool Champion CD S33 


Return to Falklands 


$28 


Fantasy Role-Playing 


$16 


Star Trek TNG: Unity 


$16 


Warcraft 


$39 


SHANGHAkGEART CD $26 


Road from Sumter 2 


$29 


Fleet Defender 


$16 


Star Trek: Judgement 


$12 


WARCRAFT 2 CD 


$46 


Solitaire Dlx CD $25 


Rommel at El Alamein 


$36 


Frankenstein 


$16 


Stonekeep 


$16 


WRHAMMER: RAT CD $43 


Solitaires Journey 2 CD $35 


Seventh Fleet 


$36 


Full Throttle 


$16 


Tek War 


$16 


Warlords 2 


$19 


TV Guide Crsswrds CD $19 


Sid Meir's Civil War CD 


$58 


Gene Wars 


$18 


Terminal Velocity 


$16 


WARLORDS 2 DLX CD $41 


Take Y'r Best Shot CD $20 


Sons of Liberty 


$15 


Gobliiins 2 


$10 


Terra Nova 


$16 


Warlords 3 CD 


$42 


Tang Chi CD $25 


Stalingrad CD 


$39 


Harpoon 2 


$16 


The Darkening 


$18 


Woodn Ship & Iron Men $39 


The Infinity Machine $39 


Steel Panthers CD 


$39 


Heart of Darkness 


$16 


This Means War 


$16 


Worlds at War 


$19 


USCF Chess CD $40 


The Pure Wargame CD 


$29 


Hero of Might & Magic 


$16 


Thunderscape 


$16 


Worlds of War CD 


$48 


Ultimate Backgammon $19 


This Means War CD 


$24 


Jagged Alliance 


$18 


Total Distortion 


$16 


X-Com: Tactical CD 


$41 


Universal Neverlock $19 


USS Ticonderoga CD 


$33 


Jet Fighter 3 


$16 


Warcraft: Ore & Humans $8 


X-Com: Terror Deep 


$39 


Vid Gme Solution 2 CD $1 9 


Victory at Sea CD 


$42 


Journeyman Project 2 


$16 


Warlords 2 Deluxe 


$16 


X-Com: Apocolypse CD $42 


Virtual Pool CD $40 


WW 2: 1939-1945 CD 


$40 


Kingdom: Far Reaches 


$12 


Werewolf V. Comanche $1 6 


X-Com: UFO Defense 


$24 


Virtual Vegas 2 CD $24 


War College CD 


$32 


KlikS Play 1.0 


$16 


Wing Commander 4 


$18 


Zig-Zag CD 


$29 


Wheel of Fortune CD $31 


Wargame Cnstruction 3$39 


Legend of Kyrandia 3 


$12 


X-Com: Terror Deep 


$16 



SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 



Call NOW t. Order 800-699-4263 

Checks held 4 weeks. Money Orders under $200 same as cash. COD S3. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/auailahility may change. All sales final. Call far details. 




PSYCHIC 
DETECTIVE In the 

role of Eric Fox, you 
invade the minds of 
other characters to 
gather clues. Use 
your psychic 
retrocognitive pow- 
ers to gather clues 
from the past. 
Complex inter- 
woven plot never 
(ells the same story 
twice! All new 
interactive movie 
format. CD $44 




'CH PRODUCTS 
F-16 FIGHTER 
STICK' Features 
the most realistic 
Falcon jet stick grip 
ever! When used 
in conjunction with 
the Pro Throttle all 
20 buttons become 
programmable for 
a total of 40 func- 
tions at your finger- 
tips, providing the 
ultimate in hands 
on combat flying. 3 
year warranty! $75 



SHOCKWAVE 

ASSfULT 




•SHOCKWAVE 
ASSAULT A vast 
armada of Alien 
warships unleash a 
deadly assault on 
the Earth. Taken 
by surprise, Earth's 
forces are crushed 
and only a small 
squadron of experi- 
mental fighters 
remain. The only 
chance for survival 
lies with you and a 
band of crack fight- 
er pilots. CD $44 




'HEROES OF 
MIGHT AND 
MAGIC You must 
conquer the world 
through the strate- 
gic use of resource 
management 
and battle sawy. 
Features up to 
three customiz- 
able computer 
controlled warlords, 
stunning super 
VGA graphics, and 
dynamic sound. 
WIN 95 CD $34 



IBM BUNDLES 



Aces Collection CD $48 
Aces over Europe, Aces 
over Pacific, Red Baron, 
Tank Klller.A-10 Tnk Killer 

Atari 2600 Action Pack $25 
Boxing, Fidhing Derby, 
HERO, Seaquest,Chopper 
Command, Freeway, Sky 
Jinks, Cosmic Commuter, 
Kadoom, Frostbite, Pitfall, 
Spider Fighter, Crankpots, 
Gramd Prix, River Raid 

Attack Stack CD $28 
Journeyman Project Turbo, 
Novastorn.Doom 1, Chaos 
Continuum, Spectre VR, 
Lemmings Chron, Street 
Fighter 2, Crystal Caliburn 

Award Winning Wrgmes$38 
Carrier Strike, Grigsby's 
Pacific War.Clash of Steel, 
Grigsby War in Russia 

Bullfrog Compilation CD $22 
Theme Park, Populas 1&2, 
Power Monger, Syndicate, 
Magic Carpet Demo 

Comedy Collection CD $19 
Bally Hoo, Bureaucracy, 
Hollywood, Nord & Burt 

Definitive Wrgames CD $28 
Decisive Btls of ACW 1-3, 
Gold of America,Conquest 
of Japan, DDay Bttlefront, 
Global Domination, When 
2 Worlds War, Reach for t 
Stars, Btles of Napoleon & 
26 Scenarios, Sward of 
Aragon.Warlords.Wrgame 
Cunstruct Set 2 S 40 Sen 

Fantasy Collection CD $1 9 

Gangster Bundle CD $23 



IBM BUNDLES 



EA Top Ten Pack 2 CD $29 
PGA Tour Golf, Indy500, 
Hero's of 357th, Shadow- 
caster, Kasparov's Gambit, 
Starlight 2,7 Cities of Gld, 
Grand Slam Brdge.Jordan 
In Flight, Wing Cmndr Dlx 
Jungle & Desert Strike $29 
Masterpiece Collection $28 
Mile High Club Bun CD $26 
F-16 Falcin, FA-18 Hornet, 
F-23 Black Widow, MiG 28 
Fulcrum, F-14Tomcat, 
B-52 Megafortress 
Mystery Collection CD $19 
Casino Master, Software 
Toolworks, Wrld Atlas V4, 
Spftware T-work Presents 
20th Cent.Almanack,Sprts 
Cardshop, Great Naval 
Battles, Earth Invasion, 
Megaflux Runners, 
Chessmaster 3000 
PGA Golf/World Tennis $19 
Police Quest Anthology $48 
Power Hits:Bttletech CD$19 
Btech 1S2, MechWarrior 
SSI's Fantasy Fest CD $39 
Stalongrad, Fantasy 
Empires, Dungeon Hack, 
Ultimate Adventures 
Star Control (1&2) CD $19 
Strike Cmnder/Privateer$43 
Take Ten CD $32 
Dagger AmonRa, Evasive 
Action, Cookbook USA, 
Might Magic 3, T Landry 
Strat FB, CD Blaster, 
Publisher's Paradise Lite, 
Humans, Reader Rabbit, 
Casino Pack 1 



'SCREEN 
TOYZ' com- 
bine Holly- 
wood quality 
on screen ani- 
mation with a 
wacky toy that 
plugs into your 
computer key- 
board port. It's 
a whole new 
way to play 
that's part toy, part cartoon, and all fun. The 
multi position control handle in each toy lets 
you blow up, flush down or zap your screen 
at a moment's notice. CD $34 





'HEAD TO HEAD MODEM' lets you talk to your 
friends while playing modem games head to 
head. Compatible with Hexen, Heretic, Doom, 
Descent, One Must Fall and many more! $129 



IBM BUNDLES 



THE ARCHIVES CD $27 
ULTIMATE COLLECT'N $27 

Ultima 1 -6, Spce VR CIsc, 
Jet Fght 2, Quantum Gate, 
Space Warlock, Spear 
Destiny, 2 CD's ($15 Val), 
PC Gamer Subscription 
Ultimate Family Games $24 
Subscription CD-Rom 
Today, 2 CD's (S1 5 Value) 
War at Sea Bundle CD $25 
Zool Bundle (1&2) CD $19 



Allied Forces $9 

Battles of Destiny $1 2 

Champions of Krynn $12 

Cyber Race $8 

ESPN Sports Shorts $9 

Falcon 3, Scenario 1 $12 

Grandest Fleet $12 

Hand of Fate $12 

Mullenium $6 

Origamo $12 

Power Hits: Sports $9 

Precision Approach $9 

Return of the Phantom $12 

Rules of Engagement $6 

Seal Team $12 

Shadow Sorcerer $9 

Solitares Journey $12 

. Star Legions $10 

Tales Magic: Prophecy $9 
Ultrabots Sanction Earth $12 
VVictory Market Garden $12 

VVictory Velikye Luki $12 

VVictory Utah Beach $12 

War on the Lance $9 

Warlords $6 

World Circuit $12 



j PLAYSTATION H 


3DO 


Playstation System $319 


Carrier: Fortress at Sea 


$52 


3-D Soccer 


$44 


Deadly Skies 


$52 


3-Decathlon 


$52 


: oes of Ali 


$52 


3D Baseball '95 


$54 


NHL Hockey 96 


$52 


7th Guest 2: 11th Hour $52 


Need for Speed 


$52 


Big Bass World Champ $52 


PGA Tour 96 


$54 


Boxing 96 


$52 


Panzer General 


$42 


Castlevania:Bloodletlng $44 


Space Hulk:Vengeance $52 


Dark Sun 


$52 


Star Fighter 


$54 


Descent 2 


$52 


Top Gun 


$54 


FIFA Int'l Soccer 96 
Frank Thomas Bseball 


$52 
$52 


Wing Commander 4 


$56 






Front Page FB or Bsball $58 


SATURN 




riaraoan 3 


sm 






King's Field 2 


$52 


3D Baseball 95 


$54 


Madden NFL Ftball 96 


$52 


Center Ring Boxing 


$52 


Magic Carpet 


$52 


Dark Stalkers 


$54 


Minnesota Fats Pool 


$52 


Descent 2 


$52 


NBA 96 


$52 


FIFA Internatn'l Soccer 


$52 


NBA In The Zone 


$44 


NBA Action 


$52 


NFL Full Contact Ftball 


$44 


NBA Jam Tournament 


$47 


NFL Game Day 


$52 


NFL Full Contact Ftball 


$44 


NFL Quarterbk Club 96 


$52 


NFL Quartrbck Club 96 


$52 


NHL Hockey 96 


$54 


PT0 2 


$58 


Panzer General 


$52 


Prime Time NFL FB 96 


$59 


Power Sports Soccer 


$54 


Rally 


$52 


RazorWing 


$54 


WWF Arcade 


$52 


Road Rash 

Romance 3 Kingdom 4 


$54 
$58 


Wing Arms 


$45 






SimTower 
Solar Eclipse 


$52 
$54 


CDI 








Super Formation Sccer 


$52 


7th Guest 


$52 


Syndicate Wars 


$52 


Axis & Allies 


$44 


VR Baseball 


$56 


Kingdom: Far Reach 


$39 


VR Basketball 


$56 


Jeopardy 


$32 


VR Pool 


$56 


.emmings 


$32 


WarHawk:Red Mercury 


$54 


Myst 


$44 


Warhammer Fantasy 


$52 


NFL Trivia Challenge 


$44 


Werewolf: Apocalypse 


$66 


Star Trek Generations 


$26 


Wing Commander 3 


$52 


Third Degree 


$26 


X-COM: UFO Defense 


$52 


Voyeur 2 


$52 



GAME OFFER 



pott 



the corresponding list below. 
Request must be made at 
time of order. 

SPEND $60 

Airborne Ranger 5.25, Battles 
of Destiny 3.5, Bridge Olympiad 
3.5, Conquered Kingdoms Seen 
1 3.5, ESPN Sports Shorts CD, 
F-15 Strike Eagle 2 3.5, 
Gunship 5.25, Origamo 3.5, 
Precision Approach 3.5, Rules 
of Engagement 5.25, Silent 
Service 2 3.5 

SPEND $100 

Conquered Kingdoms 3.5, Dr. 
Floyds Desktop Toys 3.5, Flight 
Sim Toolkit 3.5, Macarthurs 
War 3.5, Megatraveller Zhodani 
5.25, Railroad Tycoon 3.5, 
Return of the Phantom 3.5, 
Spellcasting 101 5.25, Storm 
Across Europe 5.25 

SPEND $160 

Air Combat Pacific 1942 3.5, 
Alone in the Dark 3.5, Blood 
Bowl CD, Royal Flush Pinball 
CD, Sail Simulator 3.5, Simon 
tbe Sorcerer 3.5, Star Trek 
Judgment Rites 3.5, Total 
Control Virtual Controller, 
Ultima Underworld 2 3.5, Walls 
of Rome 3.5, Warlords 2 3.5 

SPEND $200 

Casino Gambler Kit 3.5, 
Complete UMS, Falcon 3.0 3.5, 
Harpoon 2 3.5, Harpoon Classic 
CD or WIN, Jutland CD, Links 
Pro 38G CD, Maxx Cobra Flight 
Stick, Under a Killing Moon CD, 
Universal Neverlock 
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I 

•NEPHtLIM' In 

ages past you 
lived many 
times. Your 
slaves built the 
Great Pyramid 


to honor your 
death; you died 
for the sins of 
Jerusalem; you 
lost your head 
suggesting they 
eat cake. You 
are Nephilim, 
demi god, 
prophet, saint 
and magician 
from the mythic 




past. $18 




VI AGAINST 
ROME' The 

Roman 
Empire was 
for many hun- 
dreds of 
years virtually 
synonymous 
with civiliza- 
tion, the won- 
der of the 
ancient world. 
Yet at every 
stage, from 
birth to its 
decline, it 
faced a series 
of cha- 
llenges. S27 




'EARTHDAWN 
BARSAIVE' 

Explore a land 
that encom- 
passes the high 
mountain 
realms of sav- 
age troll raiders, 
lush green jun- 
gles that hide 
long forgotten 
cities, vast 
plains filled with 
strange and 
deadly beasts, 
and the life giv- 
ing waters of 
the mighty Ser- 
pent River. S19 



MAGIC THE 
GATHERING 
STARTER 
DECK' is the 

first in the 
DECKMAS- 
TER series of 
collectable 
trading card 
games. 
Featuring 
more than 
300 different 
cards, 60 in 
each deck, 
this is a fanta- 
sy game of 
epic propor- 
tions. $7.95 



ANCIENT 




FANTASY 




MEDIEVAL 




SCIENCE FICTION 




WORLD WAR 2 




WORLD WAR 2 




4 Battles of the Ancient World S21 


Battle Masters 


$42 


Age of Chivalry 


S25 


2038 


$34 


Avalanche: Salerno 


S31 


Poland '39 


£14 


4 More Bttles of Ancient Wrld S25 


Dragon Dice 


S9 


Age of Chivalry 2 


$27 


Alpha Omega 


$19 


Axis & Allies 


S33 


Red Parachutes 


£32 


Alexander at Tyre 


S18 


Dragon Lords 


$29 


Black Prince 


$25 


BattleTech 3rd Edition 


$19 


Axis & Allies: Plastic Minies 


£25 


Road to Berlin 


$53 


Alexander's Generals 


S33 


Dragon Masters 


£42 


Crossbows & Canons 2 


$33 


BattleTech Compendium CD $33 


Axis & Allies:WW 2 Exp. 


$14 


Rommel at Bay 


£22 


Ancient Empires 


$29 


Dragon Quest 


$19 


Ironsides 


$28 


Blood Berets 


$29 


Axis&Allies:WW2Exp. 2 


$21 


Rommel in the Desert 


$30 


Ancient Empires Supp ea 


S10 


Dragonhunt 


$19 


The Crusades II 


$28 


Blood Bowl 


$43 


Axis & Allies:WW 2 Exp. 3 


$37 


Russian Campaign 


$17 




$33 


Hero Quest 


$29 


NAPOLEONIC 




Blood Bowl/ Death Zone 


$29 


Axis & AlliesrMax's Rules 


$10 


Russian Front 


$21 


Battles of Alexander 


$33 


Hero's Quest Pack 1 or 2 ea 


$10 


Battle for Dresden: 1 81 3 


$25 


Cosmic Encounter 


$29 


Axis & AlliesTMid East Cmbat S16 


Sands of War 


$29 


Battles of the Ancient World 2 $25 


Iron Dragon 


$25 


Battles for Empires 


$32 


Cosmic Enc /Simply Cosmic $18 


Axis & Allies:World at War 


$15 


Second Front 


$83 


Caesar: The Civil Wars 


S38 


Leviathan 


$16 


Battles for Empires ScenariosS25 


Dragon Fire 


$21 


Axis & Allies: W at War Ed 2 S38 


Spitfire 


$23 


Emperor's First Battles 


S25 


Magic Realm 


$23 


Battles of Waterloo 


$33 


Federation & Empire Dlx 


$38 


B-17 


$18 


Squad Leader 


$23 


Imperator 


$21 


Man 0' War 


$42 




$29 


Federation & Empire Expan 


$9 


Barbarossa 


$25 


Squad Leader Modules S19-S28 


Peloponnesian War 


$29 


Mertwig's Maze Game 


S10 


Eagles of Empire: Borodino 


$29 


Gateway to the Stars 


$22 


Battle Over Britain 


$21 


Stalingrad Pocket 2 


$26 


SPQR: Battles of Rome 


S33 


Talisman, 3rd Edition 


$44 


Emperors ot Europe 


$33 


Imperium, 2nd Edition 


$20 


Battle for Germany 


$12 


Storm Over Arnhem Folio 


$12 


SPQR Modules S13-S16 


Talisman-City ot AdventureS29 




$27 


Kill Zone 


$21 


Battle for Italy 


£38 


Tactics 2 


$12 


VI Against Rome 


$27 


Talisman-Dragon's Tower 


S25 


From Valmy to Waterloo 


$30 


Necromunda 


$44 


Battle for the Ardennes 


$26 


Tarawa 


$22 


CIVIL WAR 




Talisman -Dung eon ol Doom S25 


La Bataille d'aurstaedt 


$30 


Roadkill 


$19 


Battle of Britain 


$25 


Third Reich 


£19 


1863: American Civil War 


$28 


The Hobbit Adventure 


$29 


Napoleon at Leipzig 


$30 


Silent Death:Next Millenium 


$42 


Battle of the Bulge 


$16 




£33 


Across Five Aprils 2 


$25 


Titan 


$23 


Napoleon's Battles 2 


$14 


Silent Death:NM Rulebook 


S15 


Berlin '45 


$17 


Turning Point Stalingrad 


$19 


Antietam Campaign 


$25 


War hammer Fantasy 


S48 


Napoleon's Battles Exp. Kit 


$12 


Silent Death:NM Renegades S12 


Black Wednesday 


$32 


Twilight War 


$17 



April's Harvest $24 

Army of the Heartland $36 

Bloody Roads South S27 

Blue & Gray S25 
Bobby Lee:Amrican Cvll WrS37 

Brother Against Brother $33 

Civil War $19 

Civil War Classics $23 

Damn the Torpedoes $21 

Gettysburg £15 
Glory 



Whammer Fntasy Armies ea S16 

Whammer Fantasy Cards ea S5 

WH Fantasy /Arcane Magic S25 

WH Fantasy /Battle Magic S28 

WH Fantasy /Conquest £20 

Warhammer Quest $47 

WHQuest /Blank Event S4 

WHO /Catacombs of Terror S29 

WHQ /Elf Ranger SI 3 

WHQ /Imperial Noble Pack $13 

WHQ /Lair of the Ore Lords S29 



Napoleon's Leipzig Cmpaign S25 
Napoleon's Peninsula CmpgnS22 
Napoleon's Wars Exp Set ea $11 
The Emperor Returns £28 
Wellington's Victory S16 
Wooden Ships & Iron Men $19 

STRATEGY 
Advanced Civilization $25 
Blackboard S27 
Britannia £19 
Civilization S29 



Space Marine 
Space Marine Accessories: 
Armies of Imperium 
Battles 
Titan Legions 



Warlords 
Star Fleet Battles 
Star Fleet Bttls Adv Mi 
Star Fleet Btls Acessories S7-S2 1 
Starforce Terra 



$19 



Campaign to Stalingrad $29 

Carrier $27 
Carrier War £25 
Carrier War /War Plan Ornge $1 6 
Command at Sea 1 or 2 ea £41 
Command at Sea AccssryS5-S12 
D-Day S1 6 

Danger Zone S25 
Eighth Air Force $25 
Empire of the Rising Sun $41 
Euro Font S29 



Typhoon: Drive on Moscow $37 

Ukraine:'43 £29 

Up Front £19 

Up Front Modules ea £12 

Victory in the Pacific S17 

War in the Desert $65 

Winter Storm $33 

World in Flames $49 
World in Flames Expans £14-£21 



Hallowed Ground 


£42 


WHQ /Pit Fighter Pack 


$13 


Colonial Oiplomacy 


$42 


Starship Troopers 


$29 


For Whom the Bell Tolls 


$54 




Lee Takes Command 


$22 


WHQ /Treasure Cards 1 -3 e 


a $8 




£12 


Stellar Conquest 


$19 


G.D.'40: Battle for Slonne 


$30 


Starter /Booster Decks 


Marching through Georgia 


$21 


WHQ /Troll Slayer 


$13 


Deluxe Diplomacy 


$42 


Warhammer 40K 


$47 


Hitler's War 


$15 


Dixie: 1861or 1862 ea S9/ 


Perryville 


$18 


WHQ AVardancer Pack 


$12 


Diplomacy 


£19 


Warhammer 40K Battles 


$16 


Hunters from the Sky 


$33 


Heresy $9/ 


Roads to Gettysburg 


$24 


WHQ AVarrior Priest Pack 


$13 


Enemy in Sight 


$12 


Warhammer 40K Cards ea 


S5 


Last Battle for Germany 


529 


Hyborian Gates $9/£3 


Sam Grant 


$42 


Xanth 


$21 


Feudal 


£18 


Warhammer 40K Codex ea 


$16 


Last Bnies:East'n Prussia '45S21 


NluminalhNew Wrld Order £10/£2 


Stonewall Jackson's Way 


$27 


MODERN 




History of the World 


$27 


Whmmer 40K /Epic Hive War $29 


Last Blitzkrieg 


$25 


Legend o) the Five Rings $7/ 


Stonewall in the Valley 


$29 


Battlefield Europe 


$22 


Kingmaker 


$19 


Whmmer 40K /Drk Millennium $28 


Legend Bgns Afrika Korps 4 


$25 


Magic the Gathering $7.50 


Thunder at the Crossroads 


$27 


Flight Leader 


$21 


Kremlin 


$16 


WORLD WAR 2 




Legend Begins Expansion K 


$16 


Magic: Gather'g Boosters: 


War of the Rebellion 


$28 


Gulf Strike 


$29 


Kremlin Module /Revolutic 


n £8 


12 O'clock High 


$23 


Leningrad 


$11 


Chronicles, Fallen Empires, 


RAILROADS 




Gulf Strike Module Kit 1 


£8 


Lords of the Sierra Mad re 


$34 


A Winter War 


£29 


Leros: The Island Prize 


$35 


Homelands, 4th Edition ea /S1 


1830: RR's& Robbers 


$20 


Harpoon 


£25 


Machiovelli 


S29 


Aachen 


£23 


London's Burning 


$29 


Magic Gathering Binder £1 1 


1856 


$37 


Harpoon /South Atlantic War S10 


Maharaja 


$23 


Advanced Squad Leader 


$38 


Luftwaffe 


£23 


Middle Earth $9/$3 


1870 


$38 


Harpoon /Troubled Waters 


$9 


Material World 


$32 


Adv Squad Leader Mod. £14-537 


Moscow 1941 


$16 


Overpower S9/S3 


Advanced Tracks to Telluride S21 


Harpoon, Naval Review 


£14 


New World 


S19 


Adv Squad Leader Modules 


$29 


Norway: 1940 


£30 


Quest for the Grail $7/ 


Australian Rails 


£21 


IDF (Israeli Defence Force) 


$29 


Pax Britannica 


S18 


Advanced Third Reich 


$38 


Objective: Schmidt 


$27 


Rage S8/S3 


Empire Builder 


£25 


Main Battle Tank 


$24 


Republic of Rome 


$29 


Africa 


$21 


Operation Sealion 


£25 


Rage Booster: The Wyrm $3/ 


Express 


$11 


Modern Naval Battles 


$16 


Risk 


$27 


Afrika Korps 


$12 


Over the Reich 


$30 


Rage Booster: Umbra S2/ 


Great Western Railway 


£36 


Modern Naval Bttls 2 or 3 e 


$19 


Supremacy, 3rd Edition 


$42 


Ambush 


527 


Pacific War 


$37 


Sim City Limited Edition $8/ 


Nippon Rails 


$21 


Nato 


£15 


Supremacy Acessories 


S5-S25 


Ambush Modules S12-S17 


Panzer Leader 


S23 


Star Trek $7/$3 


North American Rails 


$21 


Phantom Leader 


$25 


The New Acquire 


S25 




$19 


Panzerblta 


$19 


Starship Command 523/ 


Rail Baron 


$19 


Sinai Front 


$30 


Tournament Terrace 


$29 


Arctic Storm 


$19 


Panzerblifz 2 


$25 


Vampire $9/£3 


Rocky Mountain Rails 


$13 


Stand & Die 


£50 


Viceroys 


£25 


Ardennes 


$27 


Panzerkrieg 


£28 


Wing Command S7/S3 


Tracks to Telluride 


S42 


Team Yankee 


£20 


We the People 


$29 


Army Group Center 


$24 


Panzers East 


$29 


Wyvern Unlimited Edition 567S2 


CGW396BR1 
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\. ■ ,:. : . , GOTTEN 

?sSwr^' REALMS: 

' Sft PAGES 



PagES fain tilt FROM THE 



MAGES' The 

latest collec- 
fc. tion of wizardly 
N^f lore includes 
new spells 
F ' from mages 
such as 
D a I t i m , 
Darsson and 
Myrl. Fell crea- 
tures and 
' '- details of more 
>i J than 40 spell- 
■ v books. $13 



AD&D BIRTH- 
RIGHT: CITIES 
OF THE SUN' 

Ever since 
throwing off the 
yoke of Anuirean 
rule, the Sun 
Coast of Cerikia 
has been the 
land of promise 
for adventurers. 
Here, the sea 
means life, the 
city slate means 
power, and the 
working of true 
magic is the 
most honorable 




T All SfftAi 



'TALISMAN' is played in a mythical world of dragons 
and sorcery. As a Warrior, Wizard, Elf or Dwarf you 
are on a quest to retrieve the fabled Crown of 
Command from its fearsome guardian. $44 



AD&D 2ND EDITION RULES 
Dundstrous Manual Sis 
Players Handbook Revised S1S 
AD&D Accessories 

Character Record Sheets $9 
CountrySites $11 
Dungeons o! Mystery S15 
Encyclopedia Magical or2S19 
Encyclopedia Maglca 3 or 4 $18 
Shaman $1 1 

Strongholds $15 
Treasure Chest $11 
AD&D Audio Adventures 

First Quest $22 

Karameikos $22 
Red Steel Campaign Expan. $22 
Track ol the Vampire $13 

Birthright 
Birthright Setting $25 
Blood Enemies $15 

Birthright Adventures 
Sword & Crown S8 

Birthright Sourcebooks 
Endler Domain S7 
Roesone Domain S7 
Tuornen Domain $6 

AD&D Boxed Sets 
Council of Wyrms $19 

AD&D Player's Accessories 
Rulebook Combat & Tactics $16 
Rulebook Skills & Powers $16 

Dungeon Master Decks 
Adventure Design Deck $15 
Deck of Encounters 1or 2 $16 
Deck of Magical Items $1 6 
Priest Spell Cards $16 

Dungeon Master Accessories 
Arms & Equipment Guide $1 5 
Creative Campaigning $1 2 
Dungeon Master Rulebook $1 6 
Monsler Mythology Guide $1 2 
Tomeof Magic $17 

Dark Sun Accessories 
Campaign Setting Revised S24 
Complete Gladiator S13 
Dark Sun Boxed Set $17 
Dune Trader S10 
Slave Tribes $10 
Valley of Dust & Fire $10 
Veiled Alliance $10 

Dark Sun Adventures 
Black Flames $13 
Black Spine $19 
Dragon's Crown Adventure $19 
Forest Maker $13 
RoadtoUrik S12 
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Dark Sun Sourcebooks 

City by the Sill Sea $19 
Citystate of Tyr $10 
Dragon Kings Hardbound $16 
Elves of Athas $10 
ivory Triangle Campgn Exp $16 
Will & the Way $12 

Forgotten Realms Accessory 
Atlas of Frgttn Realms Wrld $13 
Giantcraft $13 

Forgotten Realms Adventure 
Anauroch $10 
Book of Lairs $12 

Dwarves Deep $8 

Horde Campaign S12 
Marco Volo: Arrival $6 
Marco Volo: Oeparture $6 
Ma rco Volo : J ou rn ey S6 
Storm Riders $8 
The Black Courser S8 
The Doom of Daggerdale $6 
The Sword of the Dales $6 
Waterdeep $7 
Forgotten Realms Boxed Sets 
City of Splendors S19 
Elminster's Ecologies S19 
Forgotten Realms Campgn $22 
Great Khan Game $1 1 

Horde $15 
Mazlica Frg at Realm Setting $16 
Menzoberranzan $22 
Ruins of Myth Drannor $1 6 
Ruins of Undermountain S16 
Ruins of Undermountain 2 $19 
Forgotten Realms Sourcebook 
Drow ot the Underdark $13 
Elves of Evermeet S13 
Forgotten Realm Adventures $16 
Guide to Forgotten Realms S13 
Pirates of the Fallen Stars $13 
Volo's Guide to Cormyr $1 1 
Volo's Guide to Sword Coast $9 
Volo's Guide to Waterdeep $9 
Volo's Guide to the North $9 

AD&D Sourcebooks 
Guide to Dragonlance Wrld $1 5 
Legends & Lore $16 
Players Guide to Frgt Realm $13 

Raven I oft 
Nightmare Lands $16 
Ravenlofl Campaign Setting S25 
Ship Of Horror $9 
The Gothic Earth Gazetteer $16 

Raven I oft Adventures 
Ravenloft Boxed Set $15 
Ravenlofl StlngiForbidn Lore $16 




Dragon 
#Dick 



-rn 'DRAGON 
J DICE' This 
^ expandable 
■v- dice game is a 
fast and fun- 
I^J ous conflict 
between dice 
armies you 
build and col- 
lect. 18 ram- 
W*- domly assort- 
" ed, polyhedral 



'^A & JPS* ' ^ domly assort- 

■ ■■f^T? ' -. ; ed T polyhedral 

s\, t , . . '* % dice. An 18 pg 

■ ' rules folder. 

///. _ 16 pg refer- 

J! '** r ~ ( ' V*fc enCe r °' cler ' 3 

-•' ' ■ - banner cards 

iii^ss&f ; and a dice 

bag. $9 




Monstrous Compendlun 
Birthright: Book of Monster S1 5 

Dark Sun: Terrors ol Desert S1 1 

Planescape 

Campaign Setting $25 

Planes of Chaos Boxed Set $22 

Planes of Conflict $25 
'Complete' Players Accessory 

Barbarians Handbook $15 

Fighter Manual $15 

Ninja's Handbook 51 5 

Paladin's Handbook 515 

Priest's Handbook S15 

Psionics S15 

Ranger $15 

Spacefarer $13 

ARS MAGICA 

A Winter Tale 59 

Ars Maglca, 3rd Edition S19 

Medieval Handbook S16 

Midsummers Nighl Dream $10 

Mythic Europe $15 

Mythic Places $9 

Pact of Pasaquine $11 

Twelfth Night S10 

Wizard's Grimoire $15 

BLOODSHADOWS 

Bloodshadows $25 

CASTLE FALKENSTEIN 

Castle Falkenstein Sftcover $19 

CommellFaul $12 



GURPS Fantasy 




GURPS HORROR 




MACROSS 2 




Came lot 


$14 


Blood Types 


$15 


Macross 2 


$11 


Conan 


$14 


Creatures of the Night 


$14 


Sourcebook 1 


$9 


Fantasy Adventures 


$14 


ClhulhuPunk 


$16 


Spacecraft & Deck Plans ea 


$9 


Fantasy Game Masters Pac 


$8 




$14 


MECHWARRIOR 




Grimoire 


$14 


Mage: The Ascension 


$16 


Living Legends 


$10 


Magic, 2nd Edition 


$14 


Vampire Companion 


$16 


Mech warrior, 2nd Edition 


S13 


FANTASY EARTH 




Vampire: The Masquerade $16 


Mech warrior Companion 


$12 


Book ol Magic 


$12 


Werewolf: The Apocalypse $16 


ROBOTECH 




Fantasy Earth 


$12 


VAMPIRE 






$11 


MERP2 




Blood Nativity 


$5 


REF Field Guide 


$13 


MERP2 Collectors Edition 


$22 


Storyteller's Handbook 


$15 


Robotech 


$11 


MERP2 Softcover Edition 


$16 


Storyteller's Screen 


$10 


Sentinels 


$14 


RIFTS 






$19 


Zentraedi Breakout 


$9 


Rifts Limited Edition 


$28 


Vampire Players Guide 


$10 


STAR WARS 




Rfftt 


S19 


Vampire Sourcebooks 




Star Wars Hardcover 


$19 


Sourcebook 1 


S11 


Anarch Cookbook 


$13 


Star Wars Sourcebook 


S18 


World Books ea 


$13 


Book of Nod 


S8 


Star Wars Adventures 




ROLEMASTER 




Clan Books ea 


$10 


Battle for the Golden Sun 


$10 


Arms Companion 


$13 


Sabbat Storyteller's Hndbk $13 


Black Ice 


S10 


Arms, Claw Law 2nd Edition 


$10 


Tim Bradslreet Portfolio 


$16 


Crisis on Cloud City 


$10 


Character Sheets 


$10 


WEREWOLF 




Mission to Lianna 


$10 


SKYREALMS OF JORUNE 


Game Masters Screen 


$10 


Scavenger Hunt 


$10 


Sky realms of Jorune 


$16 


Werewolf, 2nd Edition 


$19 


Strike Force: Shintipole 


$10 


Sobayid Atlas 


$15 


Werewolf Adventures 




Supernova 


$13 



WARHAMMER FANTASY 

Apocrypha Now! S 
The Enemy Within Volume 1 S 
Warhammer Fantasy S 



Under a Blood Red Moon $10 

Valkenburg Foundation $10 
Ways of the Wolf $10 

Werewolf Sourcebook 
Caems: Places of Power $13 

Children of Gaia Tribebook $10 



Lost Note ol Leo Da Vinci 


$14 






Player s Guide to Werewolf 


$15 


POLY DICE SET'S 


$3 


CALL OF CTHULHU 


$15 


Rage Across the Amazon 


$13 


Opaque Set Assorted 


Blood Brothers 2 






Pearlescent Set Assorted 


$6 


Cairo Guidebook 


$10 


■ RPG: SCIENCE FICTION 


Transparent Set Assorted 


$5 


Call of Cthulhu, 5th Edition 


$16 






Twinkle Set Assorted 


$6 


□ire Documents 


S7 


CYBERPUNK 2020 




GURPS 




London Guidebook 


$10 


Cybergenerafion 


$15 


Bestiary 


$14 


Sacraments of Evil 


$14 


Cyberpunk 2020 


$16 


Bunnies & Burrows 


$14 


Strange Aeons 


$11 


Cybersheets 


$6 




$14 


Ye Book of Monstres 


$10 


Data Screen 


$10 


CI iff hangers 


$11 


Call of Cthulhu Adventure 


EARTH DAWN 




Deathwish 


$7 


Cthulhu Casebook 


$15 


Earth dawn Companion 


S15 


Espionage 


S14 


Dreamlands, 2nd Edition 


$13 


Eatthdawn 


$23 


GURPS Rulebook 


$16 


Dwellers in the Shadow 


$16 


GURPS SCI-FI 




Hig-Tech, 2nd Edition 


$14 


Escape from Innsmouth 


$16 


Aliens 


S14 


IOU 


$15 


Fatal Experiments 


$14 


Atomic Horror 


$14 


Magic Items 2 


$14 


Horror on the Orient Express 


$29 


Cyberpunk 


$14 


Martial Arts 


S13 


Mansions of Madness 


$14 


Cyberworld 


$14 


Operation Endgame 


$14 


CHANGELING 




Lensmen 


S14 




$14 


Changeling 


$19 


Robols 


$14 


Supporting Cast 


$14 


Changeling Screen 


$15 


War Against the Chtorr 


$14 


Timeline 


$14 


WORLD OF NECROSCOPE 


HEAVY GEAR 




Ultra-Tech, 2nd Edition 


$14 


Deadspeak Dossier 


$13 


Game Masters Starter Kit 


S24 


Update, 2nd-3rd Edition 


$5 


Demon's Dream 


S6 


Heavy Gear 


$19 


Vehicles 


$16 


Sorcerers' Crib Sheet 


$13 


Terra Nova Sourcebook 


$19 



Twin Stars of Kira Si 

Star Wars Sourcebooks 

Dark Empires Sourcebook S 1 ? 

Dark Force Rising Si 

Gamemaster Handbook $i 

Imperial Sourcebook $1 

Last Command $1 

Miniatures Rules $1 

Movie Trilogy $1 

Rebel Alliance $1 

The Jedi $1 

Wanted by Cracken S' 

Star Wars Supplements 

Creatures of the Galaxy $1 

DarkStryder %'. 

DeathstarCompanion $1 

Fantastic Technology $1 

Planets of the Galaxy 3 $1 



Dragon Chronicles. 1-3 ea 

Moreta: Dragonlady 

Necromancer 

People of the Fire 

Queen of the Damned 

Slar Trek TNG: Izmad 

Star Wars Dark Empire 

Tek lords 

The Hobbit 

The Vampire Lestat 
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Cuts Like A Knife 

Legend Re-forges The Sword Of Shannara under 



I 



I n Sword of Shannara, the 
I first ofTerry Brooks' 
I Shannara series of novels, 
I Shea Ohmsford, a half-Elf, 
I undergoes an arduous trek 
I to recover the legendary 
I Sword, the only weapon 
I that ean defeat the undead 
I wizard Brona. The Sword 
I of Shannara is not the tradi- 
tional weapon for slicing and dicing; 
rather, it is a revealer of truth; Whoever 
holds the sword sees himself as he really 
is, shorn of all self-illusion. Not an easy 
thing for most people to face. 

Shea is able to withstand this revela- 
tion, and touches Brona (who does not 
believe himself to be dead) with the 
sword, putting an end to this evil creature. 
Of course, in fantasy, nothing is forever, 
and Brona has returned 20 years later in 
Shannara, the third in I .egend's "based 
on a fantasy book series." Unlike 
Companions ofXanth and Death Gate, 
Shannara is more a sequel than an adap- 
tation of a literary work. 

ELVEN DESCENDANTS 
WALK WITH THE DEAD 

Sheas son, Jak (whom you direct 
throughout the game), is chosen to wield 
the sword and face Brona, as only a 

Caped crusaders are back in j 
■vogue. Not only can we expect 
Ithe Invulnerables from Bullfrog j 
■this Spring, but Simtex (of 
Imaster of Orion, Master of Magic j 
I fame) should have Superheroes j 
((working title) ready by late 
Isummer. Maybe Pepe Moreno 
Icould finally do a Batman game? j 
I (Nan, too many people would 
■want to play it.) 

Interactive Broadcasting is I 



descendant of the Elven Mouse of 
Shannara can do the job properly. Events 
begin with Jak receiving a visit from the 
mysterious Druid, Allanon, who tells him 
about Brona and sends him off to the 
kingdom of Leah. Along the way, jak 
meets Sheila, King Menion s daughter, 
who becomes the first of several compan- 
ions for the journey 

In Leah, they save Menions life, then 
continue on to Tyrsis, resting place of the 
Sword. Tyrsis is plagued with nightly visits 
from the walking dead, and the Sword 
vault is barred by a magical barrier. After 
dealing with these problems, and picking 
up another companion, Brendel the 
Dwarf, Jak discovers the Sword of 
Shannara has been shattered (no surprise 
to anyone who watched the game's pro- 
logue and saw this happen). 

Allanon shows up again, and tells Jak 
the Sword must be reforged. So off he 
goes to the lands of the Elves, Trolls, 
Dwarfs and Gnomes. In each, he must 
find both a certain magic item and a 
member of that particular race who can 
use it, then convince that person to join 
the parh: Only when the powers of these 
items are invoked in unison can the 
Sword be repaired. 

Naturally, each land presents certain 
difficulties to overcome, including stop- 

I developing a new game for 
I America Online called Explorer. 
I If you've ever been a fan of 
| Verne's Phineas Fogg or Doyle's 
Professor Challenger, this may be 
your chance to assume the role 
of explorer and compete against 
your fellow (or sister) adventur- 
ers. The design team promises 
that this won't be just a Source 
of the Nile game presented in an 
online environment. 



V 




ping a war between the F.Ives and Trolls, 
and finding the stolen Hammer in the 
land of the Dwarfs, among others. 
Eventually, the Sword is made whole 
again, and Jak goes on to the final con- 
frontation with Brona. 

The game's interface is similar to that 
in the previous ones. As the cursor runs 
over hot spots, words appear on the 
screen and sentences form. For instance, 
putting the cursor over a tree might bring 
up "Look at the tree." Clicking the mouse 
would perfonn the action. 

Using items works the same way.An 
object can be held on the cursor and 
moved around the screen to see what, if 
anything, can be done with it. Additional 
commands usually appear on the right 
side of the main display, and these vary 
depending on the active item. "Climb" 
for example, might appear when the 
active item is a tree, but not when it's a 
fishing pole. 

Each party member has his or her own 
inventory, which Jak can access at any 
time. Objects can be transferred among 
the members, or used directly from their 
inventory, in which case, the use is 
phrased as a command: "Brendel, chop 
down the tree with the axe." 

Walking around a town or similar place 
shows a standard one-screen 3-D view, 
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SCENERY From the Hildebrant-esque characters to the partaoramic overview maps and the pastoral forest scenes, the art 
ood job of evoking the feel of Brooks' novels, and is a good adaptation of the existing Legend engine. 



came to the one 
point that infuri- 
ated me. This 
was the death of 
Sheila. 

1 would not 
have minded 
had she died glo- 
riously in battle; 




Price: S59.95 
System Requirements: 

IBM 486-33 or better 
processor, 4MB RAM, 
VESA compatible SVGA 
graphics, 2x CD-ROM. 

mouse; supports 
Sound Blaster family, 
Ensoniq, Gravis 
Ultrasound, Roland and 
most other sound 
cards. 

Protection: None {CD 
must be in drive) 
Designers: Lori and 
Corey Cole 
Publisher: Legend 
Entertainment Company 
Chantilfy, VA 
(800) 658-8891 
Reader Service §: 325 



which changes as Jak & Co. move 
around. Traveling in the outdoors, the dis- 
play switches to overhead, showing the 
immediate vicinity and small icons for the 
party. 

Wilderness travel is dangerous, as mon- 
sters lurk everywhere. Usually, you can see 
them before they are too close, and the 
critters can be avoided with a little care. It 
is generally best to walk slowly outdoors 
so you don't end up rushing into unpleas- 
ant situations. 

While this is an adventure game, it 
does have a combat system of sorts, and 
several monster encounters are unavoid- 
able. Presumably, this was put in to pre- 
vent the game from seeming too static, 
and to make it more exciting. 

'Hie part)'' usually goes first, and )ak can 
give orders to the others in the group. 'ITiis 
is along the lines of the UmMA-style of 
"attack strongest," "attack weakest," 
"attack the leader," "defend yourself," and 
so on. If no special orders are given, each 
person chooses a target at random. 

Monsters appear at the top of the 
screen in separate boxes, and the party at 
the bottom. Below each box is the "hit 
point line" showing the current health of 
the critter or character. It starts as green, 
becomes yellow for injury, and red for 
severe injury. When the bar disappears 
entirely, the person or monster is out of 
the fighting. 

Part}' members won't die if they fall in 
combat (unless everyone docs), but they 
won't be in great shape afterwards, This is 
another reason to avoid unncccssarv 
combat, along with the fact that fighting 
gains you nothing, as there is no experi- 
ence or treasure to be obtained after a bat- 
tle. 

I did not much care for this system, and 
would have preferred being able to 
choose specific targets for each party 



member. Jak himself is no great fighter, 
and didn't appear to improve over time. 
r Hie others arc better, but even so, fighting 
seemed a drawn-out experience more 
than an exciting one. Also, I noticed that 
on occasion, a monster's bar would be 
down to nothing, yet it still fought on, 
which did not improve matters any. 

Conversation is an important part of 
the game, and handled by clicking on a 
person, then choosing from a menu of 
things to say. In some circumstances, 
careful manipulation of the conversation 
is the only way to accomplish certain 
goals, so close attention is necessary'' when 
talking to people. One nice feature (that 
more games need) is the ability to have all 
spoken lines show up also as text, so per- 
sons with hearing problems or unsupport- 
ed sound cards are not left out. 

For the most part, the puzzles in 
Si IANNARA are not very difficult. Often, if 
a solution looks obvious, that's what it is: 
the obvious solution. 'I nis could give vet- 
eran gamers some trouble, because it's 
often the blatant answer that gets over- 
looked (as happened to me on a couple of 
occasions). 

Graphically, the game is good although 
not spectacular, and the voice acting is 
adequate. Si IANNARA was shaping up as a 
decent mid-range adventure, when I 




► In the 7th & 8th hours of 11th Hour, 
you may have trouble finding objects. 
Try the Library, the Picture Gallery, or 
Brian Button's Room. From the end of 
Hour 8— "A man-horse on the fly 
sounds like a wounded bull's eye."— you 
aren't actually looking for a centaur 



that is often the fate of heroes and hero- 
ines. What happens is: Sheila is mortally 
wounded, but lingering on, and Jak— to 
save her soul — must kill her on the spot 
and perform a certain ritual. The only- 
woman in the entire game, and she not 
only dies, but goes out a helpless lump. 

I've heard that game designers are 
wondering how they can get more 
women playing games; if they keep pre- 
senting us with garbage like this, it isn't 
going to happen any time soon. Far too 
many products these days have exclusive- 
ly male heroes doing this, that, and the 
other; women arc cither nonexistent or 
mere adjuncts, at best. 

It is all the more surprising since this 
game was designed by Corey and Lori 
Cole, from whom we expect much better. 
If they were trying to show the old "a 
hero's road is a tough one, and sometimes 
hard things have to be done, etc.," they 
have failed utterly, and only presented a 
slap in the face to women gamers every- 
where. 

In any case, if you can get by that point, 
and also endure the silly combat, 
ShaNNARA overall is an average adventure 
game, suitable more to the casual or 
novice gamer, and Shannara fans. Veteran 
adventurers arc likely to whip through this 
one with little trouble.% 



here, but rather a winged man-bull, an 
old Assyrian petroglyph which had reli- 
gious significance in ancient 
Mesopotamia. —A Dembo 
► When in doubt, make sure you've 
examined all of Stauf's art. Not only 
does the old man have excellent taste, 
but quite a few of the "objects" men- 
tioned in the game are actually repre- 
sented on canvas.~A Dembo 
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UHDER ITS SPELL... 



THE SPELL IS YET 



TO BE BROKEfl. 




First came the classic Zork text adventure series. 
Then the award-winning best-seller, Return to Zork. 
Now the newest addition to the Zork universe beckons 
you to journey to the darkest corners of the great 
Underground Empire... Explore five fantastically 
detailed, 3-d realms as your senses devour stunning 
graphics and sound that set a new standard in 
computer adventures. 

Zork Nemesis. Dare enter the forbidden lands. 



■ Dozens of innovative puzzles in over 40 hours of 
immersive gameplay 

• Z-vision Surround Technology allows realistic 
360° movement 

■ Over 14 Hollywood actors in an hour of dramatic 
live-action video 

■ Hypno tic ambient music and special effects create a 
seamless virtual reali ty experience 



Available on DOS and Windows" 95 CD-ROM 
Uncover the mystery at http://www.activision.com 
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Howlin' Wolf 

Our Resident Schattenjaeger Has Ways To Untangle Your Werewolf's Fur 



This month, we peer into the 
dark mists surrounding 
Gabriel Knight 2- The 
Beast Within. All right, let's 
howl! Chapter 1. We start 
with Gabe at the farmhouse. 
Take a good look around and 
click on everything. Check 
the outdoors carefully for evi- 
dence of wolf activity (oh yes, 
one's been around, and he's big). You 
should have a couple of interesting items 
by the time you're ready for Munich. 
Naturally, Gabe wants to become 
acquainted with his lawyer, and probably 
has something to mail, too. Then it's off to 
the zoo for some investigating about the 
missing wolves. Thomas isn't helpful, but 
you do get to hear about Mr. Klingmann. 
He has some interesting information 
regarding wolves, but won't let Gabe in to 
sec the pack at the zoo. Wc can do some- 
thing about that, however. The tape 
recorder has several handy features. 

After seeing the wolves, you'll probably 
want some lab work done; Gabe's infor- 
mation man can assist with that. 'ITien its 




'i m 



r 



THE GABRIEL TAPES One of the tougher puzzles in the game requires you to splice the 
tape at the Huber estates. 




HURLY-GERDE In Chapter 4, if the game crashes when talking to Gerde ; 
stalling and running under DOS. 



a good idea to look over the receipt, espe- 
cially the back (which is backwards). Its 
also helpful to know what it says before 
messing around in private hunt clubs. A 
little documentation, and we're done with 
Gabe for now. 

Chapter 2. Now we're 
with Grace at Schloss Ritter. 
She's here to do research, but 
Cerdc (the housekeeper), 
while pleasant, isn't very help- 
ful. So Grace will have to do it 
the hard way for awhile. Head 
to town and talk with every- 
one you can, starting with 
Herr Huber at the Goldener 
Lowe (sorry, he just won't tell 
Grace where Gabe is hanging 
out), and working around 
from there. 

So, there was a werewolf 
trial in Rittersberg awhile 
back, eh? The Schattenjaeger 
library back at the castle proba- 
bly has some info on it. Too 
bad Gerdes being tough about 



try rein- 



the key. Maybe we can do something 
there, especially now that the workman is 
gone and you can investigate the fireplace 
more closely. 

You won't come across a more obvious 
switch for a secret passageway (heh). 
Where docs it lead? Well, go in and find 
out! Don't worry, it's safe. And before long, 
you'll be snooping amongst the volumes 
in the library. Oops! Cerde just walked in 
(how embarrassing!). After the rather 
volatile scene that follows, Gerdes not 
feeling too friendly; but at least Grace has 
the mn of the library from now on. Make 
use of that, grabbing (and reading!) every- 
thing you can. Except stuff on Ludwig 1 1. 
That s harder, because Grace's German is 
a bit weak. But maybe she knows some- 
one who can help. A fellow academic, for 
instance. 

Now let's go find out about that were- 
wolf trial. Ouch! Drawn, quartered, and 
burned at the stake; they sure didn't, mess 
around with werewolves in the old days, 
eh? There may be more to learn yet; look 
through the dungeon window for inspira- 
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ormula One Grand Prix racing. It's one of the most 
competitive sports in the world. To win, 
you need more than a great driver. 
It takes technology, tactics and money. 

As a Grand Prix manager, you control 
all aspects of team management. Design the 
hottest car and test it. Negotiate for the best driver 
and staff. Keep up with racing politics, rules and 
m omciaL rumors. On race day, you call the shots 
down at the track in the fume-filled pits 

GRAND PRIX MANAGER. 
Because what it really takes 
to win is a great manager. 



PKUUUUI Uh IHt 

FORMULA 1 

WORLD 

CHAMPIONSHIP 




Windows 1 CD-ROM. 
Compatible with 
Windows" 95. 



Visit your local retailer or call 24 hours: 1 -800-695-GAME (U.S. and Canada). 

Licensed by FOCA to Fuji Television. ©1995 Speclrjm HoloByte. Inc. All rights reserved. Spectrum HoldBste is a registered trademark 
and Grand Prix Manager is a trademark ol Speclrjm HoloByte, Inc. All other trademarks are the property ol their respective holders. 
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tion if you need it. After that, you'll proba- 
bly want to do something With all this 
research (Grace wasn't doing it for herself, 
after all). 

Chapter 3. We're back with Cabe now, 
starting the day at the fannhou.se. Check 
the paper, there's been another wolf 
killing, right in the city this time (daring, 
isn't he?). Then it's off for a busy clay in 
Munich. The lawyer is a good place to 
begin, and you'll probably want to chat 
with Baron Von Glower {he did give you 
his card). 

There's no one butXaver, the secretary 
at the 1 hint Club, so this is a good time to 
snoop around in the back hall. 1 1mm, 
what could be behind that locked door? 1 
bet Xaver has the keys, and I also bet he 
wouldn't hand them over. A diversion is 
necessary here. "This is tricky. Check out 
the shops at Maricnplatz, and see what's 
available. Then you'll need an inconspic- 
uous place to put the item. After you get 




I 



KEEP YOUR DAY JOB Before dressing for the performance, take a good I 
around— slowly. 

the key and unlock the door, remember 
the key must be returned! f hum, interest- 
ing little ritual room down here, isn't it? 
Take a good look around, but be quick, 
because Von Zell will show up soon and 
kick you out of there. 

Say, isn't that the scene of the wolf 
killing up the block (so close to the club, 
hmrnm). Inspector Leber won't give 
Gabriel the time of day, but we can get his 
attention. If there's one thing cops hate 



more than ordinary busybodies, it's public- 
ity of the unfavorable kind. Hey, it gets 
you into the police station, and a chat 
with lecher, so it's not all bad. 

Be sure to cheek out the map before 
leaving the police station. Another visit to 
the lawyer and the Baron wouldn't hurt, 
cither. 'I hen Gabe can spend the evening 
relaxing at the hunt club, and wondering 
how he can hear the conversation 
between Klingmann and Von Zell. It 
would be just a little too blatant, even for 
Gabe, to just plunk a tape recorder there. 
A bit of camouflage is necessary; and that 
takes eare of this day. 

Chapter 4. Time for Grace, who has a 
busy day planned, at the castle again. Look 
over the library before leaving, just in case. 
Hmrnm, no Cerde downstairs; wonder 
where she is? We'll find her eventually. 
Off to town. Do the usual rounds (skip 
the town hall), starting with the inn. Mrs. 
Smith is for real, amazing as it seems, and 
she's important. Continuing 
on, we find Cerde in the 
crypt, and oh my! Grace did 
put her foot {both feet) in it. 
Gcrde never cared a thing 
for Gabe (smart lady). 
However, now Grace has to 
make up with her. Flowers 
will do; you should know- 
where to find them. At last, 
Grace has the car keys and 
can go traveling. 

At Neuschwanstein, play 
the tour tape in every room 
(including the entry). Click 
on every possible object for 
a close-up. Click on the 
close-up if possible. If the 
tour tape appears tor an item, 
play the tape. In the bed- 
room, move the cursor to the 
right for an "exit" that turns you around to 
see the stove with the Tmtan and Isolde 
figures (this is all too easy to miss). Check 
the map when you leave the castle; if 
Neuschwanstein still blinks, go back and 
do it again. 

At the Ludwig Museum, do much the 
same (there is no tour tape, fortunately). 
In this case, make sure Grace reads every- 
thing aloud, be it a letter, wall plaque, or 
whatever. Get a close-up of the clerk, 



then move the cursor towards the upper 
left for an exit to an exhibit room in the 
back (this is easy to miss, and is of critical 
importance). Talk to the clerk twice 
before leaving. If the Ludwig Museum 
blinks after you leave, go back and do it 
again. 

At the Wagner Museum, follow the 
same drill. Tnis is easier, as there are no 
sneaky rooms to find, and exhibits are 
fewer (but still important). Chat with 
Ceorg before leaving. 'Hie Wagner 
Museum will blink, as this is where the 
chapter ends later. 

So you're done with the museum tour. 
Grace probably wants to talk to Mrs. 
Smith, and there's a follow-up to yester- 
day's phone call that needs to be made. 
That sets up a meeting with Herr 
Dallmcier, who knows a lot about Ludwig 
II, and that I -udwig's diary isn't available 
for inspection. He also knows a bit about 
the Black Wolf. 

Back to the castle for more phone calls 
(don't wanna see this phone bill!), and a 
chat with Gcrde. This is a good time to 
mail something, and then work on Mrs. 
Smith's suggestion of getting in touch 
with Ludwig yourself. Check around the 
vicinity of the church. 

After the little "seance," head back to 
the castle. Your score should be 360 at this 
point, and after entering and leaving the 
castle, the fax should be waiting at the 
post office. 

Chapter 5. Cabe again. Naturally, he 
wants the tape from last night, and seeing 
the lawyer is also high on his list. '1 he 
police station is the only other available 
location, so have another chat with Herr 
Leber. He'll be more cooperative if you 
show him something, and that will open a 
new area. Dom is not a nice person, but 
you have to pay him to get anywhere here. 
It sure clears up a few things, eh? As for 
the tiger cage, w ell, that's a hungry cat; 
need I say more? 

Now it's time for that little hunting trip 
in the great outdoors. Speaking of which, 
it's a good idea to explore the lodge envi- 
rons thoroughly, and a map of the woods 
will come in handy later tonight. A chat 
with everyone available also helps. 
Klingmann will need a little persuasion, 
but I'm sure you have his weakness 
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Infiltrate the enemy 
Comm Bunker. 



You've 
crashed 
on a strange 
planet. You quickly become 
friends with the local alien, 
Gaan. Together, youll go from 
hauling butt through the forest 
to blasting into a bomb-filled 
mine shaft to fighting through 
an armory to destroy a reactor. 
It's Alien Odyssey — the PC CD-ROM 
game with incredibly smooth character 
animation and Argonaut's exclusive 3D 

adventure game technology. It's total 




Use teamwork to solve 
puzzles and outwit invaders. 
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tagged. Von Zell isn't around, so this is the 
right time to snoop in His room (check 
Preiss' room). 

Then yon can visit the cave again (you 
did find it earlier, yes?) and confirm your 
suspicions, rather unpleasantly. There's 
one rather obvious person you can talk to 
about this, so do thaL.and then it's time 
for the midnight werewolf hunt. You have 
to drive it to the ravine. Only the Ritter 
talisman works here, so be ready with that 
as you make your way through the woods. 
You'll probably die once or twice during 
the attempt, but if you're careful, it 
shouldn't take you too long to do this. 

Chapter 6. The most involved. Here 
yon will run both Gabe and Grace at dif- 
ferent times, starting with Grace in 
Rittersberg. Our boy is there, too, in the 
dungeon. 1 he only safe place, in case he 
turns into a werewolf (midnight hunts are 
not without their drawbacks). 

The first part of this chapter has Grace 
retrieving the parts of the lost Wagner 
opera. Three are in Neuschwanstein, and 
one in Altotting, as you know from the 
opening movie. Do check around town 
before leaving though, and don't forget 
the birdie. 

At Neuschwanstein, the first opera sec- 
tion can be obtained by using something 
from Altotting (such vandalism!). The sec- 
ond section requires only patience, and 
the third can be gotten with, so to speak, a 
flight of fancy in the side hall. 'Hie peni- 
tent offerings at Altotting probably 
reminded you of something, but you'll 
need permission first. Then you can go 
there with your own offering. Before 
doing anything with it, check out the 
chapel first What happens after the heart 
is donated is a hint on what Grace needs 
to do, and after that, we segue to opening 
night of the opera. Grace has a lot to do 
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►WOLF HUNT While this may look like a maze, it's really a strategy mini-game. Limit the 
options of the real werewolf and back him into the furnace room. 



here, too. Walking around and becoming 
familiar with the opera house helps. There 
are some things in the office she needs. 
Gabe is there, too (not in great shape). 
We'll be getting to him later on. In the 
meantime, visit the cellar (you may want 
to map this) to find the prop room (impor- 
tant place). Look in backstage (important 
item here). Talk to everyone you can. 
Examine items in the inventor)', and find 
the spotlight room. 

You also must make sure that the two 
special guests for this evening are seated 
in the right place. When all is done, the 
usher will alert Grace that there're only 
five minutes to opening the doors. Time 
to bring Gabe downstairs and dress for the 
performance. After the chat with Leber, 
it's wise to ensure the quarry is in place, 
and then also ensure that he can't get out. 
With that done, we switch to Gabe in the 
prop room. As you might expect, he has to 
get out of there. Not too hard, if you look 
around carefully in back and click here 
and there. 

Backstage, he has to pick up some- 
thing, from about the same place Grace 
did. This item is not easy to see, so move 
the cursor slowly to the right. Then into 
the dressing room he goes. Yep, Gabe is 
gonna perform in the opera (just as well 
it's a non-singing part!). 

Uh oh, someone's coming. Better not 
let him see you; let's cloud things up a bit 



and get out of sight. 'I lien that backstage 
item will come in real handy. This moves 
us into the opera itself. Just sit there and 
enjoy the perfonnance, because when it 
ends, the wolf hunt begins. 

Gabe and his quarry will be in the 
basement, both as wolves. The goal is to 
drive the other werewolf into the furnace 
room, by shutting the room doors in the 
correct way. This is the only solution; if 
Gabe fights wolf-to-wolf, he will die. If the 
other werewolf gets away, Gabe also dies. 
So it's the furnace room or nothing. 

The immediate task is to close the 
doors on the left side, blocking access to 
the easy exits, '["hen it becomes harder, as 
you have to shut the doors so as to make a 
single path to the furnace room, without 
leaving the quarry an exit, or forcing him 
into a dead end. Remember, once a door 
is shut, it can't be opened again. 

In the furnace room is Hen Leber and 
Grace. You can switch between Grace 
and Gabe here, and that is necessary. 
Something must be done and only Grace 
can do that. But only Gabe can take the 
action that will kill the Black Wolf. Time it 
carcfullv. 

Whew! That should be enough of 
wolves, Wagner, and Ludwig II to last us 
all a long, long time. .And we're just about 
out of time here, as 1 see by the invisible 
clock on the wall. Until next time, happy 
adventuring! % 
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You are "the King of Beasts," in this incredible 
wildlife simulation. Experience the thrill of the hunt! Sniff out 
prey. Attack the stray buffalo. Pounce on gazelles. Feast on zebras. 
Life is good when you're King... or is it? Poachers and predators 
abound. Food and water are scarce. It's 'Survival of the Fittest' in 
the brutal wilderness of the African Serengeti. 
Rule the savage plains. Play 20 different lions, each with a 
distinct personality, talent and kill rating. Complete 20 mission-based 
scenarios which contain exciting, realistic, and deadly challenges. Play 
as a single nomad or control a pride of 5 lions as you go for the kill. 
Radar-style maps locate 11 varieties of prey. Take a mate and raise 
your cubs into the fiercest pride on the savanna. 
Hone your killer instincts. Master the skills of survival. 
Choose from 5 difficulty levels in the free-form simulation, then domi- 
nate the vast terrain. Fast, fluid 3-D graphics and dynamic sounds cre- 
ate the ultimate simulation. Experience the ferocious power of Lion 
today! Where else can you be rewarded for your animal behavior? 

Visit us on-line a> http://www.sanctuary.com and 
find out how you can get a demo of LION. 




Available for PC 
DOS/Windows or 
Macintosh CD-ROM 
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Designed for accuracy & realism. 



HARDWARE #41348 



THRUSTMASTER 




32903 lllhHour 53 

40915 3 D lemmings .38 

39478 A 10 2: Silent Thunder WIN95 45 

40359 AH 64D Longbow 47 

39480 Aces ol the Deep 2 45 

4 1 357 Activision's CM: 1 5 Pock WIN95 26 

38164 Advanced Civilization 39 

4 1 536 Al Unsef Jr Arcde Racing CD W!N95 38 

40878 Allied General 40 

39144 Apoche 44 

40897 Ascendancy 42 

41 340 Atari 2600 Action Pok 3 WIN95 26 

39730 Almosfear 45 

4043 1 Awful Green Thing from Spoce 
40472 Batman Forever 
41628 BottleGround: Gettysburg 2.0 
40225 Big Red Racing W1N95. . . . 
42013 Black Knighl:Marine 5lrike 
38614 Braindead " " 
40467 Caeso 

41608 Casino Master 2.0 29 

40981 Chessmaster 5000 
4071 3 Chronom aster 
38011 CivNei 

41515 Civilization II IBM CD . 40 

Command and Conquer 
Conquest of the New World 
Corpse Killer 
Crusader: No Remorse 
Cyberjudi 

CyberMoge: Darklight Awakening 
Cyber' " 
Dark Forces 

Dawn Patrol 2: Flying Corps 26 

Dealhkeep WIN95 
Deathtrap Dungeon 

Descent II 

Desfrudi 
Doom II: 

Druid 38 

Dungeon Keeper 47 

ESPN NBA Airborne 36 

Elder Scroll: Daggerrall IBM CD 48 

Elk Moon Murders 26 

Escalation 31 

Extreme Pin ball 29 

F 1 6 Fighting Falcon 45 

FIFA International Soccer 96 40 

Fade to Block 47 

Gold 52 

Flight Shop 37 

Flight Simulator 5.1 53 

Flight Unlimited 40 

ig Nightmare* 2 .40 



Crystal Caliburn features expert flipj. 
control, great sounds and speech. Play 
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With 3D sight/sound, plus a 70-degree 
diagonal field of view, CyberMaxx 2.0 

takes Virtual Reality to the Maxx! 
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Wizzard Pinball Controller's features 
include dual flipper buttons, table nudge 
& tilt sensors. 
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Get ultimate game control with VIR One! 
Features Plug and Play, wide-angles, 
ambidextrous use and more! 
HARDWARE #42513 VKTORMJ 
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Time's Up lets you set time and acce 
limits for your child's use of games, on-line 
services and other Windows programs. 
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In Zork Nemesis, uncover a curse's 
mystery. Travel through 5 worlds to save 
souls trapped in evil's grip! 
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Armed with authentic CIA tools, you must j 
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as you race Monza's and Barcelona's 
awesome tracks in Grand Prix tl! 
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Ultra-realistic flying with F-16 
Fighterstick's trim controls, rotary 
throttle and more! 
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Murphy 
Strikes Again 

Film Noir Meets B-Movie Sci-Fi In This Under A Killing Moon Sequel 

by Denny Atkin 



is 



SNEAK 
PREVIEW 

GAME STILL IN DEVELOPMENT 



Its been 100 years since The 
Maltese Falcon, but nobody told 
'lex Murphy. Never seen without 
his fedora, trenchcoat, and pack of 
Luck\- Strikes, Murphy's a detec- 
tive who fancies himself a PI in 
the mold of Spade or Marlowe. 
With his non-stop wiseguy banter 
and lucked-into-it problem-solv- 
ing, though, he comes across 
more like Jim Carrey on downers. 

My encounter with Murphy started on 
a dark and foggy day, when Coleman 
dropped a Fed-Ex on my desk. "Murphy's 
back/' he said. "Better check this out." I 
opened the tea-stained envelope and 
found, not a mysterious manila folder, but 
four gold CDs with "Hie Pandora 
Directive" hand-scraw led on them along 
with a cryptic letter saying that Tex 
Murphy was on the trail of the govern- 
ment's biggest secret of the 20th century. 
"Must be either the Roswell Incident, or 
the two mil Bill C. spent on hush foot- 
massages for Arkansas highway patrol- 



'Sir 



I 



I 



GREAT BALLS 0' FIRE Tex Murphy has all the luck-Phillip 
Marlowe never got to face threats like this. 



men," I told Coleman. 
"I'll let you know what I 
find out." 

I broke out my files 
on Murphy 'Ibis digi- 
tized gumshoe had 
quite a history: Back in 
'89, his exploits were 
chronicled in MEAN 
Streets, a ground- 
breaking adventure 
game which was one of 
the first PC products to 
use both VGA and digi- 
tized sounds— and 
which remains to my knowledge the only 
adventure to toss in a flight simulator for 
good measure. Seems Murphy reap- 
peared in Ti ie Martian Memorandum, 
an enjoyable little yam that didn't really 
break much new ground. UNDER A 
Killing Moon, released back in '94, 
brought Murphy and the gang back to the 
bleeding edge of adventure gaming. 
Although much of the hype centered 
around Access having awakened Margot 
Kidder and Brian Keith from a big sleep in 
order to star in the game, the real thrills 
came from the 3-0 universe Murphy had 
been dropped into. This time around, he 
saved the world by wandering through 
rendered rooms that looked about as good 
as the ones in The 7th Guest, but with 
more freedom of movement than DOOM. 
Add in cinematic sequences, known (if a 
bit tired) actors, and a mystery that 
reached all the way into earth orbit and 
you had one of the best adventure games 
of the decade. The experience was damp- 
ened only by a script that packed more 
corn than an Iowa harvest festival. 




FAMILIAR DIGS Much of Murphy's initial footwork is done 
on good old Chandler Avenue. The Fuschia Flamingo is a 
new addition to the neighborhood. 



CRUISING CHANDLER 

I'd done my homework. It was time to 
tail Murph and sec what he was up to this 

time. I popped the first disc into my trusty 
Dell. Not the most romantic device, but 
it's damned hard to play Sid Meier games 
on an Underwood portable. A lctterboxed 
opening video popped up, setting the 
scene. It was the mid-40's (the mid-2040s, 
that is), and Tex Murphy's luck was run- 
ning its usual course. Beautiful newsstand 
owner Chelsec Bandos baby blues were 
seducing 'lex into settling down, but her 
lips were threatening to move to Phoenix. 
Eviction was the friendliest thing on the 
landlord's mind. Tex needed a case, and 
soon. As luck would have it, his old-style 
gumshoe appearance attracted the atten- 
tion of one Gordon In'tzpatrick, who was 
looking for a lost friend. 

A simple missing persons case and an 
easy $4,000, right? Not with Tex Murphy's 
luck. It turned out the persona non locat- 
ablc was one Thomas Malloy, a chief 
researcher at the Air Force installation in 
Roswell, New Mexico. And it didn't look 
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Inside a strange and desolate 
building— a place where souls 
are lost or found, you have the 
perfect plan for escape. But 
there is no such thing as a 
perfect plan.... 

Bad Mojo sends you into a 
world of eerie darkness.. .as a 
cockroach! What you discover 
may shock you. What you don't 
may kill you. Either way you 
won't come out the same. You 
f: may not even come out as a 
person at all 

Stunning 3D-rendered environ- 
ments, beautiful photo-realistic 
imagery, an original score 
soundtrack and over thirty-five 
minutes of live-action video pull 
you into the mysterious and 
gritty atmosphere of Bad Mojo. 





FORWINlBOWS® AND MACINTOSH- JfKkHIYI 

For information, call 310.264.5579 
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like he'd just gone for a ride on a beautiful 
weather balloon. 

The search started in familiar territory 
Tunis out Malloy had been a resident in 
the lex's own building, the inappropriately 
named Ritz. It looked like piecing this 
case together was going to make anyone 
who followed Murphy around on the 
KILLING Moon adventure feel right at 
home— the initial investigation, at least, 
was going to involve talking to the locals 
on Chandler Avenue, trying to find peo- 
ple who'd seen Malloy, knew where he'd 
gone and what he was up to. That 
involved talking to a lot of familiar faces: 
Chclsee at the newsstand, Rook at the 
pawn shop, Clint the one-eyed choco- 
holic, and old dependable Louie at the 
Brew & Stew. 





n 



t 



STAR POWER Northern Exposure's Barry Corbin strikes a threaten- 
ing pose, while Tanya Roberts steps up from Sheena and 



Unfortunately, when Tex Murphy puts 
two and two together, the result is often a 
lot bigger than four. As he worked to track 
down Malloy, he also got involved with 
tracking down death threats against a cur- 
vaceous exotic dancer, and evading 
National Security Agency operatives 
who'd taken an unhealthy interest in his 
investigation — unhealthy to Tex , that is, 
who was close to joining the collection of 
dead bodies that was piling up faster than 
pancakes at the IHOP. 

Then, there was the Roswcll connec- 
tion. Malloy, it appeared, was a linguist, 



tasked with translating alien nines. With 
the NSA on his tail, he'd sent out a series 
of puzzle boxes to trusted friends and rela- 
tives, boxes that would have to be pieced 
together to solve this mystery of cosmic 
proportions. It was up to Murphy to find 
out why so many people were willing to 
kill for the secret contained in these 
Pandora boxes. 

THE STUFF THAT DREAMS 
ARE MADE OF 

1 followed Murphy through to the con- 
clusion, but I wouldn't want to spoil the 
fun by spilling the beans. Turns out there 
were at least three paths to take, leading to 
six possible endings. Nice— a detective 
stor\' you could relive without knowing 
what was going to happen on the second 
pass. Even Hammett and Chandler 
couldn't pull that one off. 

The first half of the mystery took place 
in territory familiar to anyone who played 
Killinc Moon: a post-WW III San 
Francisco neighborhood populated by a 
mix of humans and mutants. Despite the 
familiar digs, though, the neighborhood 
seemed nicer. Tunis out the tech boys at 
Access had fiddled with the code and 
cleaned things up quite a bit. Objects in 
rooms no longer turned to face you as you 
moved through rooms, as if drawn to your 
magnetic personality. More fine-tuning 
was evident in that many objects kept 
their detail even when viewed up close, 
instead of blurring away like the room 
tends to do after a long visit with detective 
Jim Beam. The comfort of familiar sur- 
roundings faded soon enough, though, as 
I journeyed with Murphy to Roswell, a 
secret installation, and an Aztec labyrinth 
puzzling enough to give Indiana Jones 
himself a headache. All told, there were 
over 70 virtual rooms to explore, beautiful- 
ly rendered in crisp SVGA with a dark, 
film noirlook 

Of course, finding objects and solving 
puzzles is only part of a Pi's job. Digging 
for info is another. Interacting with the 
various dramatis personae once again 
involved a jarring shift from the first per- 
son to the third — instead of exploring 
rooms through Murphy's eyes, I was 
watching him from across the room and 



guiding him through conversations by 
choosing a tone of response from three 
possibilities. While the perspective shift 
was jarring, at least the acting wasn't. 
Kevin McCarthy and Northern 
Exposure's Bam' Corbin seemed to be 
taking their acting jobs seriously; a wel- 
come improvement over the campy 
Russell Means and bizarre Margot Kidder 
perfonnanccs in Killing Moon. Tanya 
Roberts also turned in a good perfor- 
mance, albiet looking more a Joan Collins 
dopplcgangcr than a fomier Chariie's 
Angel or Bond girl here. Some of the act- 
ing improvement may have been attribut- 
able to the direction of Adrian Carr. 
Although his more impressive film credits 
involve editing rather than direction (his 
directing credits include the Mighty 
Morphin' Power Rangers series), he did 
pull a better perfonnance from the actors 
involved than in the preceding cybcrflick. 
In Killing Moon, designer Chris Jones 
put in an awkward perfonnance as 
Murphy This time, the perfonnance was 
fine, with only a good percentage of his 
jokes eliciting groans. 

THE LONG GOODBYE 

Satisfied with my investigation, 1 
dropped the discs on Coleman's desk. 
"Looks like another Access winner," I told 
him. The engine's the same, and the 
scenery's familiar, but the new story 
should keep gamers happy." I told him 
about the online hint section that would 
trade solutions for points, and the new 
play level for experienced gamers that 
doesn't offer hints, but doubles the point 
possibilities and offers "a unique reward at 
the end of the game." 

There's even a novelization available 
from Prima," 1 added. "It's an amusing— if 
awkward — read. You don't often find the 
protagonist looking for objects in adven- 
ture-game style in most books, and there 
are so many positive cigarette references 
you'd think the guy was on the take from 
RJ. Reynolds. Still, its a good guide if you 
get stuck in the plot." 

Another case closed. I deserved a 
break. Down to John's Grill for a cup of 
joe? Nah, I decided to grab my clubs and 
hit the Links.'fe 




Your wish has been granted: EarthSiege 2. You'll get more than 50 missions, true 3-D texture-mapped terrain and incredible new burn-your- 
eyebrows-off pyrotechnics. The controls and cockpit interface are easy to use and infinitely customizable. And get a load of this: when you get tired 
of stomping Here butt on the ground, our new flight sim feature called the Razor lets you rain death from above. Cool? Yeah, we thought so too. 
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REVIEW • DRUID: DAEMONS OF THE MIND 
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Sir-Tech's 
Step Child 

Druid Fails To Live Up To Its Forebears 

by Petra Schlunk 




Price: $59.95 
System Requirements: 

486DX/33 or better 
(486DX2/66 or better 
recommended), 4 MB 
RAM (8MB recom- 
mended), SVGA graph- 
ics, 12 MB hard drive 
space, 2 x CD-ROM (4X 
recommended), mouse; 
most sound cards sup- 
ported (16-bit sound 
card recommended). 
Protection: None (CD 
must be in drive) 
Designer: Matt Stott 
(lead designer) 
Publisher: Sir-Tech 
Software 
Ogdensburg, NY 
(800) 447-1230 
Reader Service #: 327 



(all it a blessing or a curse, 
but every new role-playing 
and adventure game from 
Sir-lech will inevitably be 
compared with their suc- 
cessful Wizardry series. As an 
adventure game with minor 
rolc-playing elements, 
Druid: Daemons of the 
Mind might get a double 
helping of "Does it measure up?" from 
Sir- r Iech fans. As "The Man With No 
Name," you play an unnamed dniid 
brought to the world of Navan by three 
other dmids to assist them in finding their 
missing brother. Each druid rules an 
island, which you must visit in your quest 
to find clues about the disappearance. 

THE DIRECT APPROACH 

Essentially, gameplay in Druid follows 
a linear course. You begin the game with- 
out options for No Names character or 
control over his statistics. He will acquire 
experience points, gain levels, improve his 
health (body points), and magic power 
(mind points) as he progresses through the 
game. You start out on an island called the 
Common Ground, which accommodates 
a jail, an arena for building up No Name's 
physical statistics, a library, a site contain- 
ing Stonehenge-like megaliths, and a 
temporarily restricted area. He will spend 
some time here studying, improving his 
abilities, and gathering infonnation before 
travelling to the next island. 

You must solve most of the puzzles on 
each island before No Name can acquire 
the "Ogham" keystones he needs to con- 
tinue his journey. These rune-inscribed 
stones fit into the megaliths found on 
each island. He can't continue his journey 
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LOST IN SPACE: Druid's elegantly retro "Flash Gordon" spacecraft adds a little variety 
to the typical old-world adventure theme. 



until he properly rotates each stone to 
match the correct symbol in these dmiclic 
structures. 

You view No Name's progress from a 
three-quarter overhead perspective as he 
travels from area to area looking for items 
to use, people to meet, and creatures to 
fight. DRUID sports a nicely designed 
mouse-driven interface, which features an 
arrow-shaped cursor. The cursor changes 
color when it passes over something that 
No Name can touch or use and turns into 
an exit sign if an area leads to somewhere 
else. You can pick up and identify an 
object by dragging and clicking it on an 
icon of No Names face in the Main 
Menw screen. Similarly, you can use an 
object by clicking it on other objects or 
people. 

Almost every item in the game forms 
part of a puzzle. No Name can talk to 
other characters, give them items, or fight 



them, although you can't order him to 
fight a friendly or harmless character. You 
can read conversations at your leisure by 
clicking the text on the screen, with high- 
lighted hypertext keywords providing 
additional infomiation. Conversations 
rarely involve game-affecting choices and 
arc primarily a means of learning new 
infomiation. 

A DASH OF HACK-'N'-SLASH 

Combat plays a small, but vital role in 
the game. 'Hiroughout No Name's travels, 
he meets various hostile humans and 
monsters that block his path. Surprisingly, 
they all seem to be roughly his equal in 
tenns of strength and endurance. These 
hostile beings provide valuable experience 
points, and should be dealt with whenever 
encountered. Druids real-time combat 
system includes blocking, fleeing, and dif- 
ferent attack angle strategies. These can 
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BALL OF CONFUSION: Sometimes it's hard to tell which limbs belong to you when using Druid's clunky combat system. 



be either hopelessly difficult or childishly 
simple — depending on whether you 
Icani the right tricks for fighting (see side- 
bar). Monsters hit fast and hard; once they 
start hurting No Name, it's all over. Be 



Salvaging Combat In Druid 



Without knowledge of the right moves, real- 
time combat in Druid can drive even the 
most tenacious gamer crazy. Here are 
some combat tips to keep your druid fight- 
ing strong. 
Always save before you fight! 
The more experience your druid has, the better. For 
practice, take advantage of one of the few places in the 
game where monsters regenerate: on the road to the 
Archives. After killing the monster guarding this road, 
leave the area and return to fight it again. You can keep 
this up until you are satisfied (or until you get bored silly). 

Whoever lands the first hit during hand-to-hand combat 
will most likely win the battle. A successful hit makes the 
target lose their balance and delays retaliation. Repeated 
hits will keep your opponent off balance and protect No 
Name from most attacks. 

To ensure the first hit is landed by No Name, click 
directly on your opponent (to walk up to him) and keep 
clicking as fast as you can to keep hitting him. The best 
places to hit your opponent are usually on the front of the 
legs. However, some battles will require experimentation 
to determine which mouse-click will connect with the 
monster. The right place to direct your hits depends on 
the direction the monster is facing and whether it is 
standing on an incline or on level ground. 

Improve your odds by keeping No Name fully healed 
and with enough mind points to fight properly. Cast some 
destructive spells on your foe before closing in for the kill. 
Remember that there are a few opponents whom you 
cannot kill including the jailer and some of the guards in 
the restricted area, do not waste your time fighting them. 



warned that you will lose some battles, 
primarily because there is another way to 
get past these particular opponents. 

If you have problems with the combat 
system, you may find DRUID's magic sys- 
tem more useful than I did. Spells come 
in handy for healing No Name before bat- 
tle and for "softening up" his targets 
before he attacks them. Creatures will not 
attack you until you step into their 
"space," so you can lob spells at them to 
your hearts content. No Name should 
cast more spells if he has trouble with with 
a particular opponent. You can either find 
spells in the manual, or in books and 
tapestries throughout the game. Elements 
(water, air, fire, and earth) make up of a 
majority of the spells. 'Hie magic system is 
simple and intuitive; right-clicking will 
bring up No Names magic amulet, fea- 
turing four gems to cast element-based 
spells as well as a central gem for "mind 
power" spells. Clicking on the elements 
and the mind gem in the correct order 
will invoke a spell, which then can then 
be targeted appropriately. 

Although combat and magic make up 
substantia! gameplay, Druid's substance 
lies in the the puzzles and storyline. Tire 
plot is by no means lucid, but a strong cur- 
rent of intrigue runiling through the story- 
line warrants continued play. Druid's 
puzzles involve finding objects, using 
them sensibly, and giving them to interest- 
ed parties. Unlike many adventure games, 
puzzles actually contribute to the plot and 



do not come off as superfluous to game- 
play. 

DON'T BLINK; YOU MIGHT MISS IT 

Like some of Sir- lech's Wizardry 
games, Druid offers multiple endings 
depending on choices you make late in 
the game. Unfortunately, these endings 
are all disappointingly short and uninter- 
esting. In fact, the whole game is on the 
short side, something that even a nice sto- 
ryline and lovely graphics can't redeem. 

If you pick up Druid because you are 
looking for a challenging role-playing 
game on par with the venerable 
Wizardry and Rfalms ofArkwia 
games, you will be disappointed. DRUID is 
short, pretty, and moderately challenging, 
but uninspiring combat sequences and 
the disappointing sound offset an other- 
wise great interface.% 

►APPEAL: Those intimidated by the 
richer environment of Wizardry and 
Realms of Arkanu may find this easier 
to get into (and out of). 

►PROS: Simple, intuitive magic sys- 
tem; decent storyline with numerous, 
plot-driven puzzles, multiple E 



►CONS: Painful pixel-hunting 
required to find many of the game's 
objects, plus an 
execrable combat 
system sap the 
energy from the 

story. Having only _ 
three save game V j y 

spots is also a JPIT 
detriment. 1 1 1 -j^ 
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Actual IBM screens shown 




The Terminator © 1984 Cinema 84. A Greenberg Brothers Partnership. All Rights Reserved. 
The Terminator'" TM designates a trademark of Cinema '84. A Greenberg Brothers Partnership. 
X n Gine, Future Shock™, Bad Dog™ and Bethesda Softworks™ are trademarks of Media 
Technology Limited. Copyright © 1 995 Media Technology Limited. All Rights Reserved. Circle Reader Service #50 



"Finally, aaame that's norfhy of the film license. Terminator-, 
future Shock will make Park Forces seem positively lame" 

-FC-ZOUE 

"... the more I play Future Shock the more it continues to 
amaze me. It's really auite incredible. I'detpectit to run very 
slonly considering the amount of graphic detail and amount of 
on-screen poisons, tut it screams!" -il/EV/TYFE f/l0f 

"If you don 't believe our statement, that Terminator-, Future 
Shock heralds a nevl age of 3D games, surpassing all the 
existing ones, then try out the demo... 
but you mere wrned!" —SCORE 

look for bethesda So ftwrks to have ^^k&MT' 
competitors running scared in the near put don f&jF 
future. . . " —Computer (jame Re vie <t fttf«i ifi ™ 

BcTH&DA W\M% 
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REVIEW • I HAVE NO MOUTH AND I MUST SCREAM 

A Collection 
Of Screams 





Only The Story Transforms User-Friendly Into User-Nightmare In This 
Masterful Adaptation 




Price: $69.95 
System Requirements: 

IBM compatible, 
486DX/33 or better 
processor, 15 MB hard 
drive space, 8 MB 
RAM, 2X CD ROM, 
SVGA graphics, Sound 
Blaster or compatible 
sound card 
Protection: None 
Publisher: 
Cyberd reams 
Calabasas, CA 
(818) 222-9348 
Reader Service #; 328 



by Allen L. Greenberg 

During the most bitter "us vs. 
them" days of the cold war, 
there was an itch at the 
back of our collective 
minds: would the comput- 
ers, which we were devel- 
oping to help organize and 
protect our lives, somehow 
turn on us and take far 
more authority than they 
were ever)' intended to have? Such a 
computer might be buried deep in anoth- 
er hemisphere, or be as close as the bank 
around the comer. Arguably the greatest 
literary realization of those fears is a 1967 
short story by Harlan Ellison entitled / 
Have No Mouth And I Must Scream. This 
Hugo award-winning terror, having been 
reprinted numerous times in various col- 
lections, has finally appeared as a brilliant 
piece of interactive fiction. In cooperation 
with the author, Cyberdreams has recent- 
ly released I Have No Moirn ] And I 
Must Scream. 

While the background of both the 
game and the story are the same, the key 
events of each have very little in common. 
'Ilirce giant computers have been built for 
military purposes by the Russians, the 
Chinese and the Americans. The com- 
puters drew on their own resources to 
grow and expand until they interacted and 
nearly covered the planet. AM was the 
name of the resultant machine, at first 
serving as an acrostic for Allied 
Mastercomputcr. Ultimately, however, it 
was clearly AM T as in "/ think therefore 
AjM's most prominent feature is its hatred, 
and to satisfy this emotion, the computer 
has captured five humans to be kept with- 




in its planet- 
sized entrails. 
After 109 years 
of mutilation 
and abuse, the 
game and the 
short story 
diverge. 

Harlan 
Ellisons origi- 
nal AM is an 
ultra-sadistic 
lab technician 
tampering 
with a group of 
mice, almost to the point of death, while 
keeping them ever-hopeful that a piece of 
cheese is just around the next comer. It is 
a horrific roller-coaster ride which comes 
to a shocking conclusion. In the game, 

a Those disgust- 
ed with the games 
designed from 
Bradbury's and 
Asimov's works will 
find I Have No Mouth 
immeasurably more 
satisfying, JJ 

however, AM decides to take his group of 
humans on a different path. Each of the 
humans suffers from a private, inner-hell 
which AM takes great pleasure in exter- 
nalizing: a hidden secret, guilt or experi- 



UN WANTED WINDOWS The TV sets, a recurring Ellison theme, let 
Ellen peek into other characters' adventures. It's either that, or face 
the yellow she so detests. 



ence that lies buried just beneath the sur- 
face of each prisoner's conscious thought, 
forgotten after 109 years of computerized 
torture. 

Each character, in turn, is tossed into 
an artificially created mystery world and 
promised that they will find something 
there of tremendous personal value. In 
reality, each of the worlds is haunted by 
each prisoners nightmare. From AMs 
point of view, there is no reason why each 
subject should not behave according to its 
established nature, thus falling victim to its 
own hell. Your job is to guide each charac- 
ter through his or her own adventure, 
avoiding the most simple and tempting 
solutions. Will AM follow through on any 
of his promises? What is there to be 
gained or lost by even trying to confront 
such nightmares and respond appropriate- 
ly? There is a secret and even a purpose to 
it all should each of the five come through 
successfully. 

I Have No Mouth is, therefore, a five- 
part adventure which may be tackled in 
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It was a beautiful night in New York, except, of course, for the screaming. 
After the requisite digital 911 and dispatch routine, the scene becomes sadly 
familiar. Another mutilated body. Another homicide investigation. Another brutal 

crime without any clues. A locked door mystery with overtones of the hideous. 
The landlady, maybe to avoid thinking about the body of the woman, stares at the 
bloody carpet wondering if the stains are ever going to come out. 
The RIPPER has struck again. 
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Ajiti over in the corner, looking on in mute horror, stands the crime reporter Quinlan. 
-Some are harder to take than others, even when you have been in the business for 
a while. Some you know are going to keep you waking up screaming in the middle of the 
night for the rest of your life, no matter how much work the shrinkers and their high tech 
probe toys do. You want to think it isn't happening. You look away and look back expecting 
the body to be gone, the police to have been shadows and the whole thing to have been 
a nightmare. But no matter how much you work on it, the result is still the same: you keep 
seeing the face of your girlfriend superimposed over the body on the floor. . . 





"With its fresh, fast-paced story, its first rate cast 
and graphics, RIPPER looks like it could be 
one of the most provocative and compelling games 
of the year. " 

PC Gamer 



This is the setup 
for RIPPER, a new 
game of interactive 
horror from Take 
2. The player, 
taking the role of 
Quinlan — a crime 
reporter — suddenly 
finds himself 
caught up in the 
most bizarre of 
possible plots: in 
the 2 1 st Century it 
would appear that 
Jack the RIPPER is 
stalking the streets 
of New York. 
Seemingly unstop- 
pable, he leaves no 
clues, can get to 
anyone and leaves 
behind scenes just 
as sick and twisted 
as the originals. 
Worse, with the 
police seemingly 
incapable — or 
unwilling — to solve 
the crime, it is up 
to you to stop the 
psychotic of the 
century, or go mad 
trying. 

RIPPER is a full 
motion video tour- 
de-force. Over $4 
million in the 
making, with a star 
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studded cast, more 
than 35 interactive 
puzzles and combat 
sequences, a profes- 
sional production 
crew and innovative 
storytelling tech- 
nology, the final 
product is a six CD 
set with over three 



hours of digitally 
enhanced full 
motion video and 
one of the deepest 
plots ever seen in 
an electronic inter- 
active story. 30+ 
man-years of pro- 
duction time went 
to making RIPPER 
the standard against 
which all others 
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Meredith, Karen 
Allen, John Rhys- 
Davies, Jimmy 
Walker, Tawnee 
Welch and David 
Patrick Kelly all 
lend their consider- 
able acting abilities 
to the project. Add 
a soundtrack 
featuring Blue 
Oyster Cult and 
you have a stunning 
blend of talent and 
vision that makes 
RIPPER one of the 
most complete and 
engaging interactive 



experiences ever 
created.'** 
In this special 
supplement, we are 



will be measured. 
And Take 2 relies 
not only on their 
talents to bring 
RIPPER to life, but 
bring out some of 
the biggest names 
in Hollywood to 
complete the effort. 
Christopher 
Walken, Burgess 



RIPPER 
initial design to the 
month of shooting 
in a New York 
studio to the details 
of the program- 
ming; no stone will 
be left unturned. 
So read on to get 
the ultimate inside 
look at the creation 
of pure horror 
om the ground 
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ippinG detail: 

A Look^at Tfe PlOt OF RlPPEPv 



As befits a game with 
over 30 man-years in 
the development, the 
RIPPER storyline is as 
complex as a fractal 
image: the deeper you 
go, the more compli- 
cated it gets. 
The game starts in 
2046 with a murder 
hideous enough to 
make even jaded New 
Yorkers take notice. 



being a singular, 
psychotic event drop to 
zero when Qumlan 
starts getting letters 
from the perpetrator. 
The letters lend an 
even more bizarre 
twist to the senseless 
killing. The murder is 
copying the pattern of 
the most famous serial 
killer in history: Jack 
the RIPPER. 




bad enough for Jake, 
detective Vince 
Magnotta 

(Christopher Walken) 
moves Jake up to the 
prime suspect for the 
murders. After all, the 
crimes sure sell digital 
papers, don't they? 
It becomes obvious 
that Quinlan must 
find out the identity of 
the RIPPER himself 



and stop the evil. But 
hunting a psychotic 
murderer does have its 
inherent dangers, and 
Quinlan must not only 
clear himself, but also 
avoid becoming the 
RIPPER's next victim. 
Solving the murders 
isn't going to be easy, 
even armed with this 
much information. It 
turns out to be impos- 




The body of the 
female victim has been 
eviscerated with 
surgical precision and 
her internal organs 
spread over the crime 
scene. As Jake Quinlan, 
a crime reporter for 
the Virtual Herald, 
the player is in the 
thick of it from the 
beginning. 

But the chances of this 



As the murders and 
letters continue, the 
danger comes home to 
Quinlan, in the form 
of a letter from the 
RIPPER naming 
Catherine Powell, 
Quinlan's co-worker 
and girl friend, as the 
next victim. 
Despite the warning, 
the RIPPER still 
manages to get to 
Powell, but doesn't get 
to finish his job. 
Powell is alive, but in a 
deep coma. 



"If there's a right way to do Full Motion Video, 
this is it. " 

Next Generation 

sible to discover the 
answer to such simple 
questions as the 
weapon the RIPPER is 
using, much less how 
he can attack and kill 
his victims and leave 
no trace except 
macabre remains. 




What strange connec- 
tion do twin brothers 
Covington and 
Hamilton Wofford 
(Burgess Meredith) 
have to the unfolding 
drama? How can a 
killer leave no traces in 
a futuristic world of 
advanced criminology? 
The questions and 
byzantine twists keep 
piling up as Quinlan 



"HIPPER. ..threatens to upstage Phantasmagoria as 
a purveyor of adult content in games. " 

PC Entertainment 



will be a fight to the the fly video rescaling, 



death. It is up to the 
player to make sure 
that the death involved 
is that of the RIPPER 
and not Quinlan. 
Using their innovative 
act sequencing and 
game engine technolo- 
gy, Take 2 ensures that 
solving RIPPER will 
be a non-stop thrill- 
packed journey into 



puzzles are fully 
integrated with the 
rendered backgrounds, 
not separate scenes. 
RIPPER also makes 
the horror last by 
having four different 
ending sequences in 
which the identity of 
the RIPPER changes. 
To do this, Take 2 has 
used their act arrange- 



sections of the game, 
giving a whole new 
twist to the mystery. 
With an all star cast to 
bring the script to life 
and music featuring 
Blue Oyster Cult, 
RIPPER promises to 
be not only a good 
game, but a good work 
of interactive fiction 
as well. 




moves deeper into thi 
mystery. 
Before things are over, 
Quinlan will have to 
track the killer and the 
clues all over New 
York, and all over 
cyberspace, to bring 
together the pieces he 
needs to finally end 
the madness once and 
for all. 

The final scenes, 
played out in a cyber- 
space reconstruction of 
the historical 
RIPPER's stomping 
grounds, Whitechapel, 



Unlike some 
, there is no 
in the action of 
RIPPER to pull a 
player out of the reali- 
ty of the game. 
Movement is seamless, 
and by using their on 



For those with a mind 
for the macabre, 
RIPPER will be the 
interactive event 



ment to give an overall 
background common 
to all the murders first. 
Then, in the later acts, 
the clues leading to the 
murder are presented. 
So the different end- 
ings aren't just "tacked 
on" but instead 
integrate perfectly 
with the preceding 



HIPPER shows signs of being the most innovative 
piece of software in years. " 



Computer Game Review 
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EviL By DEsiGn: 
"The DEsicn An o 
PRODUction of 
Rj PPER. 

Ambition was a key 
word from the begin- 
ing of the RIPPER 
design process. 
"What we wanted to 
do was to make a full 
motion interactive 
game with a real plot. 
We wanted to achieve 
a game with the depth 
of a novel. A game for 
thinking adults," 
says FJ. Lennon, Vice 
President of 
Development. 
However, to achieve 
this goal took much 
more work than 
expected. 



Take 2 
needed 
to utilize 
a non- 
linear 
plot in 
the 



linear plots make a 
game easier to write, 
they detract from the 

faming experience 
ecause characters 
cannot wander freely 
and act spontaneously. 
But the problem is 
that events must occur 
in some order. When 
scripting a scene for 
actors, you must know 
what has happened up 
to that point. 
To solve the problem, 
Take 2 broke the game 
down into acts. Each 
act contains a number 
of puzzles that the 
player can solve in a 
varying order. But the 
players must solve 
the puzzles in order 
to proceed to the 
next act. 

With the matter of 
linearity solved, the 
designers still had a 
tough road ahead of 
them. 

While the veterans in 
Take 2 have designed 
numerous interactive 
ames, working with 
actors and the 



requirements of 
the video medi- 
um requires 
time to feel 
comfortable. 
"We learned 
with previous 
titles that live 
actors take 
much more 
care. You can 
have these huge 
blocks of dialog that 
look fine in a text 
game, but if an actor 
tries to say them they 
just don't work. With 
FMV in RIPPER it 
was even more pro- 
nounced. A lot of the 
information gets 
conveyed by looks and 
acting talent as 
opposed to the actual 
spoken hnes/'says Ryan 
Brant, Take 2's CEO. 
The team also worked 
to integrate elements 
of the actual historical 
RIPPER crimes into 
their cyberpunk recre- 
ation. For instance, the 
real Jack sent letters to 
newspapers boasting of 
his crimes, and the 
Ripper does the same 
in the game. "He 
would start every letter 
with "from Hell" 
and would refer to the 
newspaper columnist 
as "boss". We used 



ensuring t 



"For sheer star quality, it's hard to surpass 
RIPPER from Take2. " 

Computer Gaming World 



Ived, the 
till had a 
ahead of 

veterans in these elements in oi 
e designed letters, 



says Lennon. 
The writing and 
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any order and combined with a special 
sixth endgame which can only be 
attempted after the first five have reached 
a satisfactory conclusion. One of the tor- 
tnrees is Gomster, a darkly sober individ- 
ual who holds himself responsible for his 
beloved wife's institutionalization. He has 
attempted suicide many times, only to be 
rescued by AM. Another is Benny, a for- 
mer soldier who led an allegedly satisfying 
career. AM has twisted both his mind and 
his body on various occasions. Ted fancies 
himself a young, handsome stud, deserv- 
ing of special treatment. While AM has, 
for some reason, resisted destroying the 
youths good looks, he tortures Ted with 
accusations of fraudulence, threatening to 
tell the others about Ted's less than spec- 
tacular life. 

Ellen is the only female of the group, 
and a very talented computer technician. 
She cut short her own career at one point, 
and never revealed why. AM finds it easy 
to torture the woman by keeping her in a 
coffin-like prison with shades of the color 
yellow. Finally, there is Nimdok. He is a 
well-educated man and a Jewish survivor 
of the Nazi concentration camps. He 
remembers very little of his past, although 
AM seems to enjoy exposing small pieces 
of it which, for some reason, causes 
Nimdok great agony. 




r 



SPEAKER FOR THE DEAD Benny comes 
his past, as his victims call to him from 



"REFORMED" LUDDITE 

Harlan Ellison's fingerprints are to be 
found nearly everywhere on I Have No 
MOUTH And I MustScri-am, indicative 
of the level of creative control Harlan 



insists upon. As a result, Those dis- 
gusted with the games designed 
from Bradbury's and Asimovs works 

will find I Haw: No Mouth 
immeasurably more satisfying. (And 
Harlan will be thrilled that our 
Editor-in-Chief may eat his words 
suggesting that Ellison was such a 
"Luddite" that he wouldn't have 
any more to do with the project 
than the miniscule two weeks to 
which he had originally agreed.) 
Harlan's voice may also be heard, at 
the risk of shattering sub-standard 
sound cards, as the voice of AM, 
with just a tip o' the hat to The 
Wizard Of Oz. 

The remaining cast puts in a sat- 
isfying perfomianee, and the sound 
effects and music score are also 
quite effective. The graphics arc 
slightly gritty, as one might expect 
deep in the bowels of the comput- 
er, though perhaps a bit stiff in ■ 
places. Gameplay is mouse-con- 
trolled, using characters, objects 
and locations on the graphic screen 
in addition to a small collection of 
verbs. 

While gameplay in I Have No 
Moun i And I Must Scream may 
be standard, every over-used plot- 
device has been 
refreshingly 
removed. There 
are no arcade 
sequences, no insipid 
prophesies, no cross- 
country Federal 
Express missions and, 
most importantly, there 
are no mazes. The 
game judges you 
strongly on the morali- 
ty of your actions. We 
are dealing with gen- 
uine emotions such as 
pain and hate, rather 
than some cartoon car- 
icature of them. It is a good idea to invest 
some thought before speaking in a con- 
versation, and those players with a bit of 
cultural and historical knowledge will 
probably be at a slight advantage. I \ L\VK 




IHovtNo Hints... 



Benny makes it very obvious 
that he doesn't care for certain 
charity-dependent people. Spend a 
lot of time with them anyway, and 
possibly help them out. 



Ellen is more afraid of her sur- 
roundings than she is willing to 
admit. Don't give up on the grail: 
It's far more important than Ellen 
guesses. Out of sight, out of mind. 





Gorrister is sailing aboard a Zep- 
pelin, and not quite sure why. He 
should search the craft from one 
end to the other to find something 
which belongs to him. Then, it's 
time to land. 



Nimdok has lost his memory of 
his experiences in the concentra- 
tion camp. Listen to everyone, they 
know a lot about you. However, 
hide certain items you find which 
might damage your reputation. 





Ted claims to be in love, but is he 
really? Make sure honor and chivalry 
are not forgotten. 



face to face with 
the grave. 



No Motrin And I Must Scream is a 
demanding game, which rewards a.s 
much as it demands. % 



►appeal: Not the best to try as a 
first adventure, though anyone who 
likes depth of storytelling should con- 
sider this game. Even without copious 
gore, some of the material may be too 
intense for children. 

►PROS: Outstanding story which 
breaks free from every over-used 
adventure plot device. It really is 
Ellison. 

►COMS: The 
often stiff graph- 
ics are inadequate 
to convey the 
depths of the 
story. 
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This Old House 

The Sequel To The 7th Guest Strikes Perilously Close To Midnight 

by Arinn Dembo 




Price: $69.95 
System Requirements: 

486-66 or better 
processor (Pentium 
strongly recommend- 
ed), Win 95 or DOS 
5.0, 8 MB RAM, SVGA 
graphics, 4 MB hard 
drive space, 2x CD- 
ROM, any major sound 
■ card, mouse. 
Protection: None 
Designer: Trilobyte 
Publisher: Virgin 
Interactive 
Entertainment 
Irvine, CA 
(800) 874-4607, (714) 
833-8710 
Reader Service #: 329 



Every town has a haunted 
house. Generations of kids 
pass on aimors about what 
goes on inside, double-daring 
their friends to go explore it— 
just once! Parents issue warn- 
ings about broken glass, rusty 
nails, and squatting derelicts, 
but fear is always a better 
deterrent than common sense. 
In llTH Hour, 'ITie abandoned, decaying 
Stauf mansion is back and scarier than 
ever; the place that every kid dreads to 
pass on the street. As the game begins, a 
rash of brutal murders in the town nearby 
raises the question of whether there could 
be a link to the old Stauf place's infamous 
and horrible past. 

7th GUEST veterans should have no 
trouble finding their way around the 
house using the same first-person per- 
spective and mouse-driven interface. 
However, you now explore the house 
through the eyes of a grown man, well 
over six feet tall. Besides an additional 
secret room, and the removal of the top 
floor from 7TH GUKSTs explosive climax, 
Stauf mansion's floor plan remains the 
same. 

As in ?n i GUEST, you must solve puz- 
zles to unlock and explore the various 
rooms. But now, the rooms contain 
dozens of beautifully rendered objects 
and paintings instead of bare walls. Of 
course, they serve a purpose; Trilobyte 
added a treasure hunt to the game. 
Players must solve riddles associated with 
each item in the house. Upon solving a 
riddle, players learn what object to access 
next. Touching the correct object rewards 
you with either a film or animation clip 
which reveals part of the story and moves 
you one step closer to victory. 

The riddles add to gameplay, but some- 
times needlessly increase llTH Hour's dif- 
ficult}' level. Occassionally, inelegant and 




I 



WELL-SCRUBBED 11th Hour's crisp "coffee-table" graphic quality is in league with 
Myst and Buried In Time. 



iHogicaUy constructed word problems will 
bury an answer under several layers of 
awkward metaphors. Fortunately, the 
game provides the player with a handy 
hint system called a "game book," a hand- 
held PC that provides hints and maps and 
displays the game's film sequences. The 
gamebook keeps gameplay flowing by 
smoothly incorporating the hint system 
into the interface — a good feature in any 
game and especially necessary in a horror 
game, where frustration can cancel out 
suspense. 

AND NOW, THE REST OF THE STORY 

' I nlobyte produced an incredibly slick 
title. Few will find fault with lftH Hour's 
beautiful SVGA graphics, exceptional 
sound, and top notch animation. The 
flawlessly 7 rendered chrome would be 
enough for many gamers. 

IlTH Hour's problems fall into two cat- 
egories: demanding system requirements 
and lackluster script. The former issue 
bears only minor mention; 11th Hour 
gets crank)' if you don't have a state-of- 
the-art system. Unlike similar titles, the 
games recommendation for a Pentium 
with at least 8 MB of RAM cannot be 
taken lightly. It will have trouble running 
on anything less than a 486x66 with 8 
MB, a double-speed CD-ROM and a 
recent 2 MB graphic card. 'I Tie older your 



equipment, the more likely the game will 
lock up or not run at all. 

Despite being more involved and 
adult-oriented than 7th Guest, weak- 
nesses in the script hamper llTH HOUR. 
Carl Denning, anchomian for '1 Vs "Case 
Unsolved," ventures into the mansion to 
find his producer and ex-lover, Robin 
Morales. Robin recently disappeared 
while researching a story on the mansion. 
In the course of his search, Carl must 
solve clues about her disappearance. The 
game displays his discoveries through film 
clips which play on the game book. While 
its satisfying and entertaining to watch 
these long cinematic sequences after you 
guide Carl through piecing together a 
clue, players will find his real motivation 
suspect. 

Not to nit-pick, but our hero is a bit of a 
bastard. 'I he game establishes only an 
anemic connection between Carl's 
strength of character and his struggle to 
find Robin. You will question his scruples 
during the finale, where one crucial 
choice decides her fate. I won't spoil the 
ending, but none of the three possible 
conclusions correspond well to Carl's 
original goal. Sympathizing with him may 
not be easy, but at least he is noble 
enough to rescue her from Staufs Roach 
Motel. 

continue on page 133 
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Rainforests 
Revisited 

Michael Crichton Plunders His Own Plot Devices For Viacom 
Newmedia's Congo 




Price: $59.95 
System Requirements: 

486-66 or better PC 
processor, 8 MB RAM, 
SVGA graphics 
(LocalBus), 1 MB hard 
drive space, Windows 
3.1 or Win 95, 2 x CD- 
ROM, Sound Blaster 
and compatibles, 
mouse. 

Protection: None (CD 
must be in drive) 
Designer: lllumina 
Productions 
Publisher: Viacom New 
Media 
New York, NY 
(800) 469-2539, (708) 
520-4440 
Reader Service ft 330 



by Charles Ardai 

Some years ago, before he 
was the Jurassic-scale multi- 
millionaire he is today, 
Michael Crichton dabbled 
in computer game design. 
The result was Amazon, a 
graphic adventure for the 
Commodore 64 about a 
team of researchers in the 
South American jungle who 
have been mysteriously assaulted and the 
operative— you— who is sent from the 
home office to investigate. By the time he 
designed Amazon, Crichton had already 
written Congo: the novel, but Congo: The 
Movie was not yet a glimmer in some- 
ones eye, and CONGO: The Game of the 
Movie wasn't even the glimmer of a glim- 
mer. 

So, was Amazon ripping off Congo 
then, or is CONGO ripping off AMAZON 
now? Perhaps this is appears to be a meta- 
physical question akin to, "Was I a man 
dreaming I was a butterfly or am I now a 
butterfly dreaming that 1 am a man?" 
Sure, other successful pop artists re-use 
material (Sting comes to mind), but I 
think the question actually speaks to the 
problem at the heart of CONGO. 

LUSH FORESTS 

The game is spectacular to look at, 
packed to its eyebrows with visual sparkle 
and effects that make you gurgle with 
delight. For example, it's the first game 1 
know that uses moqahing effectively— 
and that's just on the main menu! But 
under the sparkle, is there anything to 
chew on? 

Very little that wasn't there back in 19S4 
is the answer. It's a different jungle; you're 



hunting exceptionally pure 
diamonds instead of emer- 
alds; the Edgar Wee 
Burroughs-ish lost city is 
called "Zinj" instead of 




"Chak"; you link to the communications 
satellite with your "Travicom workstation" 
instead of your "NSRT field computer"; 
but you're still poking through oversized 
fronds, dodging poisoned darts, eluding 
snakes and apes and other beasties, and 
generally earning on like a techno-sawy 
version of Indiana Jones. 

What's wrong with that? Nothing, espe- 
cially when you consider that essentially 
zero percent of today's gamers have ever 
even heard of AMAZON, much less played 
it. (If they've heard of the Commodore 
64, I'm happy.) But I can't help wondering 
why it is that originality is in such short 
supply among game designers these days. 
Amazon wasn't exactly fresh material 
even a dozen years ago, and it's no fresher 
today. It's hard to find fault w ith the story- 
telling of a writer as successful as Michael 
Crichton, but I'll tell you, it would be nice 
if with all his money he could buy himself 
a new plot once in a while. 



ft From the mini-movies 
in the corner of the 
comm device to the 
lushness of the rushing 
jungle riven Congo is 
slick, cinematic... and 
very predictable. 



FROM ZAIRE TO ETERNITY 

CONCOs basic story will be familiar if 
you saw the movie in the theater or on 
video, or even if you only saw the trailer 
for the movie. (If you didn't even see that, 
it's conveniently provided for you on the 
CD-ROM.) It seems that there exists a 
super-high grade of diamond that can be 
used to make either great weapons or 
great communications devices, and this 
diamond can only be found in the 
untamed jungles of Zaire. One team of 
jungle-tamers sent out by Travicom, a 
greedy multinational corporation (if that's 
not redundant), has been lost. The follow- 
up team appears to have been waylaid as 
well, possibly by uncommonly large and 
hostile apes. Now, its up to you to bring 
them— the team, the diamonds, not the 
apes— back alive. 

Doing so requires you to diddle with 
the most basic sorts of adventure game 
puzzles (and I don't just mean mazes, 
continue on page 132 



CC 



MARCH 1996 



REVIEW • CONGO 



continued from page 130 
though a maze is, alas, part of the pack- 
age). Didn't you have to find your way 
across a gorge at the start of Sierras semi- 
nal Wizard and n e Princess? Didn't 
you have to raft a river in Infocoms ZORK 
I? Well, here you'll have to do it again. 

Granted, the text-only rafting in ZORK 1 
lacked the in-your-face frisson of 
Congo's virtual reality-style goggle dis- 
play, which lets you see the oncoming 
rapids, the rocks that will capsize you if 
you're not careful, and all the plants whip- 
ping by your face. Wizard AND Tl E 
PRINCESS offered line drawings where 
CONGO offers a realistic stone-and-soil 
chasm. 

I admit that 1 found myself so caught 
up in the environment that I didn't even 
mind the typically awkward movement 
scheme. (You click left and right to turn in 
place, then forward to walk. This means 
that going back one step requires three 
moves.) Later, when the gee-whiz gadgets 



Travicom packed into my workstation — a 
radiation scanner, a photo-enhancer, a 
cool mapping and tracking system — 
came into play, I got into the spirit of the 
thing, studying the fictitious workstation 
interface as intently as if thereafter I'd be 
working on the thing from nine to five 
every day. 

But my willing suspension of disbelief 
was sorely tested the hokey familiarity of 
the game's events. There's a snake on a 
branch overhead! lucre's a booby- 
trapped door with ancient carvings on it! 
There's a sassy female scientist who 
mouths off about having a "cowboy" like 
you assigned to cover her backside, but 
then calls for help when the uber-gorillas 
attack! It's all professionally done, but it's 
paint-by-numbers: this patch red, that 
patch blue; this patch gorillas, that patch 
booby traps. 

CONGO— LINE 

By the time you get to the end of this 



game, there is no question that your 
adrenaline will be flowing. As our giddier 
film critics like to say CONGO is a roller- 
coaster ride. I'll even escalate the praise: 
its one hell of a good-looking roller-coast- 
er ride. 

But we've all ridden this ride before 
and know its dips and turns too well. It's 
hard to get too excited about what's basi- 
cally a fresh coat of paint. % 



►appeal: Mainly for fans of the 
film or novel, or those who don't mind 
a rehash of familiar adventure 
themes. 

►PROS: Slick production values and 
lots of animation bring the jungle and 
its menaces to life. 

►CONS: We know the 
well to be scared 
by them, the puz- 
zles too well to be 
challenged by 
them, and the 
story too well to 
be wholly sucked 
in. 
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continued from page 128 

Even the best conclusion won't reward 
your efforts to solve the puzzles. Adding 
insult to injury, 'Ihlobyte's sneaky pro- 
grammers made it impossible to save your 
game just prior to the fatal choice! At best, 
you can save one puzzle and one riddle 
before the end. Also, the final puzzle 
becomes progressively more difficult each 
time you go back and attempt to choose a 
different ending. 

Experienced gamers will find these 
"plot protection" devices annoying. You 
get the feeling that 'Inlobyte used them as 
a mse to distract players from lln I HOURS 
weak ending, but it only makes things 
worse. It also smacks of punishment— 
"You made the wrong choice, now you'll 
pay for a second chance." This is rude to 
do to someone who just invested sixty dol- 
lars and a minimum of 20-30 hours in 
your product. If you don't want us to 
check out all three endings, just give us 
one! 



CASE UNSOLVED 

A less-than-satisfying conclu- 
sion won't trouble the majority of 
the game-buying public. llTH 
1 loUR is light on gameplay and 
heavy on Hollywood influences 
and adult themes — if you aren't 
interested in that combination, 
you might want to pass it up. On 
the other hand, gamers who 
enjoy puzzles, riddles and light 
board games will delight in UlH 
Hour's elegant presentation of 
such games as Reversi, Connect Four and 
Pente. Gamers who enjoy high-budget 
interactive fiction will not be disappointed 
by the production values, and virtually 
anyone will enjoy the SVGA graphics and 
superb animation. 

Gamers who value gameplay more 
than flash — or who think that puzzles 
should have something to do with the plot 
of an adventure game— will have to think 
twice before re-visiting this old house. % 



I 



BORED GAMES The clever; but often irrelevant puzzles of 
11th Hour may interfere with your sense of immersion in 
the game. 



►appeal: If you loved 7th Guest, 
this game looks and sounds better. 

►PROS: SVGA graphics, great music, 
good full-motion video. 

►COWS: High sys- 
tem demands, 
weak ending, and 
lighter-tiian-aver- 
age gameplay. It 
can be a real bear 
getting the game 
to run. 
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Coming of Age 



The Why And The How Of The PC Market's*' 
Arcade Action Explosion 



I f you're an avid fan of 
arcade games, you've 
undoubtedly noticed that 
the PC gaming market is 
often found lacking when 
it comes to traditional 
action-arcade games. 
Aside from the notable 
exception of DOOM and its 
ubiquitous entourage of 
"me-toof clones, action gaming on the 
PC has been forced to take a back seat to 
other game genres. Flight sims, strategy 
games and wargames consistently grab 
the headlines and gamer the most cover- 
age. But while PCs may indeed rule the 
roost when it comes to these genres, coin- 
operated arcade machines and next gen- 
eration game consoles reign supreme 
when it comes to action in the tradition of 
S'iKF.ET Fighter, Virtua Racing and 
Mortal Kombat. Segas coin-op Virtua 
Fighter 2 soundly pummels the PC ver- 
sions of FX Fici iter and Savage 
WARRIORS, while arcade-to-PC conver- 
sions of Mortal Kombat 3 and Primal 
Rage come up short when compared to 
their Sony PlayStation counterparts. 
Fortunately, this sorry state of PC 

!► In addition to adding Crystal 
■Dynamix' Gex to their gaming 
I stable, Microsoft has joined 
Iforces with a number of other 
J noteworthy action game develop- 
lers. Terminal Reality (developer 
■of Fury3 and Terminal Velocity) 
land Rainbow America (The Hive) 
I have also signed agreements 
■with Microsoft to produce games 
■for Windows 95. 

Sega's newly formed SegaPC i 
Idivision is gearing up to port 



action gaming is about to change in a big 
way. Over the next year or so, PC owners 
will witness a flood of arcade-quality fight- 
ing games, shoot-em-ups and platform 
games to rival the best offerings at the 
arcade or on competing console 
machines. If you're the type of gamer who 
longs for quality PC conversions of games 
like Tekken and Virtua Figi iter, you 
won't have to wait much longer. 
Cartridge game developers see the recent 
surge in PC gaming through greenback- 
colored glasses, and coin-op manufactur- 
ers are beginning to realize that the PC 
market holds a large number of game- 
hungry action fans. 

There are a number of reasons behind 
the impending boom in action gaming, 
but four central issues seem to be driving 
growth: the increasing size of the PC 
gaming market; the arrival of a game- 
friendly operating system in Windows 95; 
the ascendancy of CD-ROM as the pri- 
mary means of distribution; and the 
advent of accelerated 3-D graphics cards 
for the PC. 

BIGGER IS BETTER 

The days of the PC gaming market 

several popular Genesis and 
Saturn games to the PC during 
1996. Look for Panzer Dragoon 
I first, followed by an impressive 
! list of high-powered ports from 
| the Sega Saturn. 

► Need game cheats? If you do, 
I your next stop on the Internet 
j should be the Games Cheats & 
Info List, written by Lam Chi- 
fung (cflam@hk.super.net). This 
is a huge list of game cheats and 
hints, filled with all sorts of 




being an "also ran" when compared to the 
massive cartridge market are long over. 
The PC market is bursting at the seams, 
with thousands of new computer gamers 
being added to the fold weekly. According 
to data collected by the Software 
Publisher's Association (http://www.spa. 
org) sales of PC entertainment software 
have been absolutely booming over the 
past 12 months, making the market simply 
too lucrative for cartridge game develop- 
ers to overlook. 

WINDOWS 95 = GAMES! 

Love it or hate it, Windows 95 is selling 
like suntan lotion at a nudist colony. It 
may be less than the perfect operating sys- 
tem for gaming, but it is still a colossal 
step in the right direction. And the power- 
ful tools included in the Windows 95 
Game Software Development Kit (SDK) 
make games easier to develop and sup- 
port, reducing the conversion costs of 
porting arcade and console games to the 
PC. The first Windows 95-specific game 
releases may have been a bit lackluster, 
but rest assured— bigger and better 
games are in the wings. Naysayers can 
grump about Win 95 all they want, but it 
won't change the fact that the game 
industry is going for Bill's baby in a big 
way. 
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I meaty game info and useful information. The Game 
I Cheats & Info List can be found at any of the following 
1 ftp sites: 

I ftp://ftp.gmd.de/if-archive/solutions/non-IF/cheatlam.txt 
I ftp://wcl-l.bham.ac.uk/pub/djh/faqs/cheat.list 
1 http://www.panix.com/~viper/ 
I http://www.xmission.com/~rstulce/index.htm 
1 Thanks to Kevin Rank of Boise, ID, for this handy info. 



CD-ROM: A PUBLISHER'S BEST 
FRIEND 

Now that the PC gaming industry has 
adopted CD-ROM as the de facto stan- 
dard for entertainment software distribu- 
tion, many cartridge-based game devel- 
opers see the market as "safe" to port their 
wares to. Game developers in the console 
camp have historically been leery of the 
PC market, certain that they would watch 
their hard-earned profits dry up in a pira- 
cy-prone market based on easily repro- 
ducible floppy disks. 
Since the software 
shipped on most CDs is 
usually large enough to 
make illegal copying 
impractical, the threat of 
software piracy has been 
greatly reduced. Factor in 
the lower cost and greater 
reliability of the CD 
medium, and game devel- 
opers have yet more rea- 
sons to support the bur- 
geoning PC CD-ROM 
entertainment market. 



If the on-screen adversaries in 
Activision's Earthworm Jim (for 
Windows 95) have you eating topsoil 
on a regular basis, there's nothing like 
a good batch of cheat codes to even 
the odds. Here are a collection of key- 
words to help you give Professor 
Monkey-for-a-Head and Queen Slug- 
for-a-Butt a righteous bootkick in their 
collective keisters. To activate any of 
the cheat codes listed, simply type 
them in during play, 
batman— Transforms Jim into a white 
pencil sketch. 

iddqd— Displays a picture of the EWJ 
programmers and prints "Nice try! This 
isn't Doom." 

idkfa— Displays a picture of the EWJ 
beta testers. 

itsawonderful— Gives Jim an extra life, 
onandonandon— Gives player the maxi- 
mum number of continues, 
popquizhotshot— Maxes out normal 
gun with 1000 shots, 
slaughterhouse— Allows you to jump 
to any of the five first levels. 



HARDWARE HEAVEN 

If you've ever com- 
pared Battle Arena 
TOSHINDEN on the Sony 
PlayStation to the leading 
beat 'em ups on the PC, 
(FXFicmERand 
Mortal Kombat 3, to be 
specific) you'll agree that 
high-end console 
machines have a head- 
lock on the fighting game 
market. Most of that supe- 
riority is largely due to the 
advanced graphics hard- 
ware standard on everv 



Sony PlayStation, Sega 
Saturn and 3DO machine 
available. Moving complex 
texture maps about the 
screen in 16-bit color at 30 
frames per second is easy for 
the PSXand the Saturn, but 
it can bring even the fastest 
Pentium to its knees. 
However, with the 
impending arrival of dedicated graphic 
accelerator cards from Creative Labs, 




VIRTUA REALITY Can gamers expect to play 
console-quality action games like Virtua Fighter 
on the PC? You bet. 



Diamond and Philips, the PC can finally 
blast bits with the best of the console 
crowd. Just as the venerable Amiga com- 
puter proved nearly a decade ago, having 
a dedicated graphics co-processor 
to munch pixels and bitplanes 
translates into faster animation, 
more colors, higher resolution 
and — big shock— better games. 
Teamed with Microsoft's 
Direct3D programming specs, this 
influx of accelerated video cards 
will allow game developers to pro- 
duce breakthrough games with 
millions of colors, multiple bit- 
planes and silky smooth anima- 
tion. 

THE FUTURE 

All of these factors are creating a strong 
inducement for action game developers 
to dive into the PC gaming market, and 
they're already flocking to the PC in 
droves. Sega's SegaPC division 
(http:/A\ww.segaoa.eom/) has released 
PC ports of Ecco the Dolphin, 
Tomcat Alley and Comix Zone, while 
a drop-dead gorgeous PC version of 



Virtua Fighter Remix is currently being 
bundled with Diamond Multimedia's 
{http://www.diamondmm.com/) 
Diamond Edge 3D graphics card. Sony 
released DESTRUCTION Derby for the 
PC and PlayStation almost simultaneous- 
ly, with PC versions of Wari iawk, Crazy 
Ivan and other titles only months away. 
Atari recently fonned Atari Interactive, a 
new division with the sole purpose of pro- 
ducing games for the PC and other plat- 
fomis, leading off with a PC version of 
Tempest 2000. Even Microsoft is 
wading into the fray, joining forces 
with console game developer 
Crystal Dynamics to bring the 
best-selling GEX to Windows 95. 

So there you have it— PC 
action gamers will no longer have 
to feel like the neglected stepchil- 
dren of the computer gaming 
industry. The first few releases of 
this tidal wave of action games 
may fall short of expectations, but 
the long-term outlook for the PC 
action gamer is a bright one. You'll 
undoubtedly hear some noise from crit- 
ics, prophesizing that the arrival of games 
like Viruja Fighter Remix on the PC is 
a sure-fire sign that the PC market is one 




step away from mass-market mediocrity. 
Granted, some of these new action 
games will be more marketing hype than 
playable substance (the same holds hue 
for many games on the strategy front as 
well), but one fact is clear: the PC 
gaming crowd has reached "market 
maturity", and there is more than 
enough room to accommodate fans 
of all game genres.% 
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THE MOV 



The Game 
Where You are the Endangered 
Species. 





CONGO: THE MOVIE™ Descent into Zinj. The adventure 
begins where the movie left off. ' 
Get ready for this heart-stopping jungle adventure that drops you 
head-long into the heart of the African Congo. On this all-new expedi- 
tion, you'll battle mutant adversaries with your high-tech weapons and 
solve mind-bending puzzles' as you search for diamonds hidden deep 
within the Lost City of Zinj. An experience so real, you'll be lost in 
the jungle "Forever! 

First-person action- 

,i ^ , adventure experience. 
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Dazzling spe- 
cial effects and 
cinematic 3D 
graphics. 

High-action 
sequences and 
' s a multitude of 
adversaries. 

Immerse your- 
self in over 100 puzzles 
and 100 locations. 



■3 "'«&«»8S> 4 

Also Coming November '95 
on Videocassette 



For more information call (800) 469-2539 

or visit your local software retailer, ipj 

Call (800) 771-3772 for i|_|J 
■v^ information on Game ratings, '•''I" 

Ik CONGO THE MOVIE TM & © 1995 Paramount Pictures. All Rights 
Reserved. Game design & software code © 1995 Viacom 
International Inc. All Rights Reserved. 
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Communicate via satellite using the 
innovative Travicom workstation 




Beware of deadly 

lurking in the caves of Zmj 




Immerse yourself in 



stunning 3D i 



Use futuristic high-tech weapons in your 
search for the legendary diamonds 
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REVIEW • CYBERMACE 




Price: $69.95 
System Requirements: 

IBM Compatible 486 
DX2-66 (Pentium 60 
recommended), 8 MB 
RAM, 2x CD-ROM, 
mouse; supports 
Sound Blaster compati- 
ble sound cards; 
Pentium 90, 16 MB 
RAM, SVGA graphics 
card required for 640 x 
480 mode. 
# of Players: 1 
Protection: None 
Designer: D.W. Bradley 
Publisher: Origin 
Austin, TX 
(512) 335-5200 
Reader Service i: 331 



The Hero And 
The Horror 

Cybermage Delivers Excellent 3-D Action, But Hero 
Worship Is Held To A Minimum 




by Martin E. Cirulis 

(omputer games are 
admirably capable of han- 
dling genres from sports to 
fantasy role-playing, but 
there is one small branch of 
popular North American 
culture that seems to contin- 
ually slip through the fingers 
of designers: comic-book 
superheroes. Whether it is 
the dismal experiments in computerized 
comics perfonned every two or three 
years, or the superhero RPG's that never 
seem to make it off the drawing board, 
there appears to be some great difficult)' 
in translating the tough-guys-in-tights 
concept to the ol' chip machine. In fact, 
superhero computer games have only 
achieved a modicum of success when 
they pastiche the form, as in last years 
SUPERHERO LEAGUE OF HOBOKEN. 

In a brave attempt to break out of this 
trend of banality (if delivery schedules arc 
to be believed), 1996 will be the year this 

industry takes a real stab at 

producing "serious" comic 
book computer games. At 
least three major compa- 
nies will have titles revolv- 
ing around men and 
women with powers 
beyond that of puny mor- 
tals. Always one to set the 
trend instead of follow it, 
Origin is first out of the 
chute with their cyber- 
punk-csque CyberMaCE: 
DarkLici rr Awakening 
which asks the musical 
question, "Do you have 



what it takes to be a 
SuperHero?!" 

Well, maybe you do and 
maybe you don't, but I can't 
really say that there is much in 
CyberMaCE that made me feel 
like I was wearing lycra for 
whatever superhero clothing is 
made from) tights. 




I 



SNIFF THE GLOVE Your mystical "mang" powers 
increase and diversify as you gain energy, providing 
you with an arsenal at your fingertips. 



SECRET ORIGINS, OF A 
SORT... 

Your first clue you won't be joining the 
Justice League any time soon is your 
place of birth — or rebirth, as it is. There's 
no rocket in a Kansas cornfield, no glow- 
ing ring of emerald power lying around, 
and you definitely are not on Paradise 
Island. Instead, you stumble out of a heal- 
ing tube with little memory and a body 
filled with strange new abilities. You soon 
realize that you are a test subject rescued 
from the hallowed halls of death by a mys- 
terious cat-hvbrid scientist, who has fused 



i 



DROIDS IN THE HOOD: You can fight hoods and assess 
personal stats at the same time with CyberMage's handy, 
repositionable Video Display Units (VDUs). 



you with the exotic DarkLight gem by 
stuffing it into your forehead. Clad in 
futuristic battle armor and warned by a 
dwarven lab tech, you must escape the 
compromised base and flee into the sew- 
ers. 

From the Sewers you make your way 
into the Slums, acquainting yourself with 
both a strange decaying Earth and your 
weird new powers, which primarily 
involve absorbing the spirits of the newly 
deceased as an energy source (am I the 
only one who finds tliis concept a little 
icky?) and spewing them back out in the 
form of various long-range energy attacks. 
Yes, it sounds a bit less wholesome than 
gaining super-speed by being bathed in 
random lightening-charged chemicals— 
but what the hey, the 90s seem to favor 
nihilistic heroes. 

The world of the mid-21st century you 
find yourself trying to save is a fairiy 
cliched Cyberpunk realm; the corpora- 
tions have done away with all those pesky 
congressmen and senators they've been 
renting and have taken over the world 
themselves, thus throwing things into a 
near-anarchic state. The major baddie of 
the situation is a super-character named, 



CC 



MARCH 1996 




NO LEAPING ZONE Don't expect to be 
imbued with awesome powers—despite 
stunning SVGA graphics, CyberMage is 
basically just another Doom clone. 



not so subtly, Necrom, and wouldn't yon 
know it? He's got a gem just like yours 
fused into his own forehead, and lie's 
much better at using it than you are. 

"EAT MY JUSTICE!!!" 

While I could go into a lot of the 
details of the mechanics of CyberMage 
(CM), it might be merciful (and faster) to 
break the news to you as soon as possible. 
While stunning in SVGA mode, CM is 
basically Just Another Doom Clone, and 
those of you expecting some kind of 
interface breakthrough that would deliv- 
er a first-person CllAMHONS-csque expe- 
rience arc going to be sorely disappoint- 
ed. Though there are attempts to model 
flying, both in a vehicle and on your own, 
the only motion that made me feci at all 
supcr-powercd was the jumping. While 
your vertical jump isn't great (no leaping 
tall buildings in a single bound here), I 
must admit that leaping from rooftop to 
rooftop made me feel likc'llicTickand I 
had to resist yelling "Spoon!" every time I 
fell amongst the surprised foe. 

Other than this small perk, though, 
you very quickly become a hcavily- 
anncd goon who must blast your way 
through the usual kinds of terrain in 
search of the usual keys, heal-ups, 
ammo, and weapons. 'Hie levels" them- 
selves are also well thought-out, although 
I never got the feeling I was moving 
through a "real" environment. And 
whenever the action moved inside I 
seemed to be doing far more "flip the 
secret switch, go downstairs, get the key, 
open door, kill guards" than I ever 
thought I would in this game. 

The outdoor sets are ambitious, and 
there is a nice sense of other events going 



DEADHEAD: 

Bad to the Bone. 




In the war of the Gearheads, this 
guy's M.O. is dead simple: Scare the 
other toys silly. 

Hey, no problem. One glimpse 
of that fiendish skull, 
bulging, bloodshot eyes, 
cracked cranium and clatter- 
ing jaw and what would you 
do -introduce him to your sister? 



furious war of wind-up toys 
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WHAT'S"»YOUR • 

favorite 



' NEW FEATURE? 





Malt Lake 

Co-author, 

Makmg It Work 
for You 



Matt Lake ami Yaei Li-«on believe that Windows 95 is a system to intimidate, 
r^tobeintirrd&3tedby.1TOTto 

a comprehensive approach to Windows 95, incorporating a look at its technical 
I a guided tour, ptoaaMfcdBWi flier mi— "Ml 
akngMMm 



Ziff-Davis Press books are available at fine bookstores, 
or call 1-800-688-0448, ext. 372. 



IPRESS 



6 1995 Ziff-Davis I 



Microsoft, Windows, and the Windows logo are registered trademarks of Microsoft Corporation. 



I 



CARNAGE CON CARNE Vehicular com- 
bat has a devastating effect on the 
competition. 



on without you. Unfortunately, the only 
thing people in this world seem to do is 
fight, wait to say something to yon, or 
wait to say something to you and then 
fight. One of the rare technical problems 
in this game is that while the people you 
encounter look great, there is a severely 
limited number of "looks" available— the 
difference between the street tough who 
wants to kill you and the one who needs 
to impart some crucial information is that 
one shoots and the other talks. 'ITiis does- 
n't strike me as a very efficient way of 
making friends in the big city. 

As a first-person combat engine, CM 
works great. It handles complex firefights 
involving multiple combatants stretching 
over multiple levels realistically and 
smoothly, even on a doddering 486-66 
(it'll take more if you want SVGA graph- 
ics, of course). 

BUT WOULD KAL-EL APPROVE? 

CYBERMAGE is a slick, enjoyable 
action game, but I must confess to being 
disappointed on two important fronts: 
content and style. 

While this game is more complex than 
your usual DooM-clonc, it is still not in 
the league of a classic SF adventure 
game like SYSTEM Si IOCK. 'The designer, 
D. W. Bradley, is most famous for the 
Wizardry series, and I don't think he 
stretched far enough from his roots in this 
title. As I've said, the plot is interesting, 
but since there is no interactive portion to 
the conversations, all you are really doing 
is living long enough to get somewhere to 
trigger a tape recording from an SVGA 
animation. 1 here is far too much combat 
and door-opening for this game to take its 
place beside more subtle Origin 
action/adventure games. 
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1 of the 50 demented characters you'll find Infj OONSTRUXj Pcoming soon for PC-CD ROM. 
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For me, though, the biggest flaw of this 
game was its utter failure to live up to the 
style it had chosen: the adventures of a 
comic book hero. Both thematic-ally and 
technically, there is little here to make me 
feel like a superhero. 'I lie first bad move 
was giving the player a whole arsenal of 
weapons to use. Any goon can fire a plas- 
ma rifle, but when was the last time you 
saw Batman packing heat? 

While it might be a philosophical 
debate whether this game is about simply 
slaughtering to survive instead of "hero- 
ism," the "super" part of the concept is 
undeniably weak. Bradley has created a 
set of superpowers that come off like 
spells, and, while absorbing the essence 
of the dead is an interesting, albeit dark 
twist, I never felt as if I was doing any- 
thing except gathering dungeon-hack 
mana for my own benefit. Sure, I defeat- 
ed the bad guy, but since he was after me 
first, it was hardly a heroic act. 

Even the sets themselves undermine 
the whole comic book premise. 'Hie 
whole lure of having super-powers is the 
fantasy of absolute control of your envi- 
ronment; tossing cars, bowling troops 
over with a lightpost, smashing through 
walls. But the poor nihilistic CYBtilWlACl-; 
can't even knock a tree out of his way or 
set upholstery on fire. 'Hie shattering 
stained glass of HEflEN conveys a better 
sense of power than anything I encoun- 
tered in this game. 

CYBERMAGH is an excellent single- 
player, first-person shooter, on a par with 
DARK FORCES. Ilie storyline takes 
enough twists to make you forget the 
cliched setup. On the other hand, if you 
truly want to know if "you have what it 
takes to be a superhero?" you won't be 
finding any answers here.% 



►APPEAL: For 3-D action fans, 
CyberMage is a no-brainer. Comic book 
fans looking for some real superhero 
action might be a bit disappointed 
though. 

►PROS: A great looking first-person 
combat game with a good story. 

►CONS: A long 
way to go for a 
DooM-clone, and 
there is nothing 
but lip-service paid 
to the comic book 
style it covets. 




DISASTEROID: 

Loves to kick asteroid. 



Whenever Gearheads battle, Disasteroid 
is always laser hot. So, if you need 
someone to hack holes in your 
opponent's defenses, 
Disasteroid's 
the guy. 
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Please write to: Computer Gaming World, 
P.O. Box 57167, Boulder, CO 80322-7167. 

Include your mailing label from a recent 
issue or call 1 -800-827-4450 for faster 
service, Please allow up to 60 days for 
change of address to take place. 
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Price: $69.95 
System Requirements: 

IBM compatible 486 or 
better, 8 MB RAM, VGA 
graphics, 20 MB hard 
drive space, 2x CD- 
ROM drive, joystick or 
mouse; supports most 
sound cards. 
Protection: None (CD 
must be in drive to 
play) 

Designer: Kaare 
Siesing 
Publisher: Bethesda 
Softworks 
Gaithersburg, MD 
(301) 963-2002 
Reader Service fc 333 



Altered States 

At Play In Purgatory With Bethesda's New Mission-Oriented 
Doom Alternative 




by Peter Olafson 

I didn't just play THE Tkr.\ ! INA I OR: 
Future Shock. I was there in it. 
Three or four missions into this 
spectacular 3-D action game 
from Bethesda Softworks, you're 
sent off to disable an enemy base. 
The trick is: you have to find it 
first. Along the way, you'll come 
upon a high ridge. You can climb 
the slope to the top and peer 
down into the bleak no-man s land below. 
At that moment, 1 wasn't sitting in front of 
a computer at 3 a.m. with a two-liter bot- 
tle of Diet Coke tucked between my 
knees. 1 was there, poking my head over 
that ridge just enough to sec without 
being seen, turning my head slowly in 
search of even a flicker of enemy move- 
ment. Future Shock had sucked me 
through the screen, and, powerless to 
resist, I found that a rare and a wonderful 
place to be. 

WHAT'S MY MISSION NOW? 

This second entry in Bethesda's line of 
TERMINATOR action games is simply the 
most immersive 3-D shooter to surface to 
date and the best thing to happen to 3-D 
gaming since DOOM. The first game, 
Rampage, was all burnished good looks 
and almost no substance. Forget it. This 
one looks as 
though someone 
had dropped a 
bomb on it — in 
fact, that's exactly 
what has hap- 
pened—and stay- 
ing alive and doing 
your job is a posi- 
tive art. 

You're the 
I luman 

Resistance's newest 
recruit in its war 



against the 
SkyNet-controlled 
robots occupying 
post-apocalypse 
Ins Angeles. 
Leader John 
Connor and His 
surrogates will dis- 
patch you on 17 
harrowing mis- 
sions— a structure 
borrowed from 
Bethesda's earlier 
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ONE FOR THE GIPPER: Completing Future Shock's mission objec- 
tives requires following orders and using your head. Of course, an 
itchy trigger finger always helps. 



TERMINATOR. That could mean blowing 
up a base, killing a traitor, performing a 
whole series of tasks or simply reaching a 
destination, f ITierc's a time-travel story- 
line here that gradually coalesces out of 
the results of your missions, but I won't 
spoil it for you, except to say the ending is 
very satisfying.) 

Either way, that involves exploring a 
range of wide-open 3-D environments 
where you can do more or less what you 
want, when you want. (A lot of the fun 
here is simple exploration.) Whether 
escaping an apparent dead-end in a ware- 
house, finding your way out of an atri- 
umed building or climbing a shaft from 
the depths of a sewer, there's no sense of 
restraint, no feeling of the game imposing 




j HEALTH 
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MASTER BLASTER: 

robots at too close a 



Use heavy artillery with discretion. Shooting 
range will get you a hot shrapnel shower. 



on you. The only evident limits are those 
of your character's physical person and 
those of the physical world. (Well, most 
mission areas do have an impassable bor- 
der—whether unclimbable ruins or a 
radiation zone too hot to handle.) 

That world is gritty; realistic, and lit- 
tered with bodies and body parts — even a 
trench full of bones — and examples of 
general chaos: blasted buildings, col- 
lapsed sections of freeway; abandoned 
vehicles and even a derailed train. You can 
explore all manner of non-essential build- 
ings in search of supplies: convenience 
stores, apartments and office buildings. 
But be warned: You're not the first visitor. 

VIRTUAL VERTIGO 

Thanks to the utter intuitiveness of the 
controls, y ou'll navigate through them 
with case. I played with the keyboard han- 
dling movement and the mouse handling 
direction and they went together like 
pecans and pie. Its fluid in movement, 
sensible in practice and almost bewitch- 
ing in its effects. Consider: one of the 
mid-game missions requires you to plant 
satchel charges next to three satellite dish- 
es. They're located atop high metal towers 
and reached by a series of narrow ramps 
and catwalks. 

Three-quarters of the way up the first 
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PHONE [_ 

E-MAIL A 

Do you own a CD-ROM drive? 

Would you like: C-J Windows® L-J Macintosh® 
Would you like: CD-ROM demo Floppy demo 

PC System Requirements 

Gearheads demo for the PC requires at least a 
it&tDX/ntAHz CPU running Windows 3.1 or Win 95 
with 8MB free RAM and 5MB hard disk space. 

Gearheads demo for the Macintosh requires at least a 
68040/25MH1 or PowerPC"* CPU, System 7.1 or better 
with 8MB free RAM and 5MB hard disk space. 

Offer expires 5/30/96 
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W'gearheads: p 
ar is tun. 





A fast-paced, wacked-out, 
wind-up toybox full of fun. 
Say hello to Disasteroid, 
2- Zapbot, Deadhead, 
Kangaruffian and company. 
You'll pick a team for 
s speed, power and 
f maneuverability. Then 
launch them against 
an opponent or 
your computer. 



environments, each with increas- 
ing levels of difficulty. You'd 
better have a strategy and 
think fast. 'Cause the one who 
ends up with the most toys wins. 

Gearheads. For grownups 
who still like to fight over toys. 
For Windows and Mac CD-ROM. 



furious war of wind-up toys 

i PHILIPS 




To order call : 1 



3767. Visit our Web Site at http://www.philipsmedia.com/media/games 
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tower, I made a mistake. I used the mouse 
to look down — almost straight down — 
and for a dizzying moment, an acidic knot 
fanned in my stomach and the world 
seemed to tilt chaotically beneath me. It 
wasn't the motion sickness of which 
Doom players sometimes complain. It 
was simple fear of heights. 

Or, more to the point, it was fear of 
heights induced by a computer game. I've 
never felt anything like it before. Once 
again, for one blissful, sickening moment, 
I was there. 

You're not simply walking around the 
whole time, either. That might get tire- 
some. In a handful of missions, you pilot 
either a captured Hunter/Killer aircraft or 
a jeep. The H/K sequences arc 3-D shoot- 
em-ups rather cool to the touch, but the 
jeep sequences have a joyful nigged 
chaos all their own. You can drive like a 
lunatic, hoping to beat the odds with 
sheer speed, or progress in baby steps, 
shooting at ever}' shadow. (It's especially 
fun to be able to fire in one direction 
while moving in another.) 

Mind, it's great, but it isn't perfect. 
Future Si (OCR is the first game that uses 
Bethesdas new "Xngine" 3-D game 
engine — DaggerFall and XCAR were 
d to follow it by a few months — 



Future Shock's engine, splendid as it may be, does misfire 
on occasion. Some examples: 

► A distant object that you can see in dark silhouette on the 
periphery on your vision disappears entirely when you pivot and 
look straight at it. 

► A clear visual line-of-sight between gun muzzle and intend- 
ed target, and the ability to tag your target with the crosshairs, 
does not necessarily mean you can hit said target when firing 
at a downward angle from a raised area. (Your ammo may still 
detonate against the edge of that raised area.) 

► Even with an unobstructed, horizontal LOS, you may miss 
an enemy entirely at reasonably close range, due to a lag in the 
screen update. This appears to be the result of a lag in the on- 
screen update of enemy positions; I was shooting where they 
weren't. In such cases, the game performs sudden position 
updates, and the enemy simply zaps to a new location nearby. 

► Crashes to DOS often happen with several enemies on 
screen. This could be a conflict with some internal ceiling for 
simultaneous operations. 

► Graphical problems: robots sometimes poked parts of their 
bodies through intact walls, and could be killed through them. 
The ground graphics occasionally break up, as does the sound 
of any weapon. 
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RUBBERNECK: Future Shock's beefed up first-person game engine gives you total free- 
dom of upper body movement. 



and the game has some bumpy spots. 

For instance, on those vehicle-based 
missions, you're chained to your seat until 
you reach your destination. I would have 
preferred a more open-ended approach to 
travel, a la CyberMage, that allowed the 
player to hop in and out of these craft at 
will as the situation required. (If anything, 
it would have added to strategy; you'd not 
only have to survive, but protect your ride 
as well.) 

The automap— effectively a textured 
version of the 3-D one used in 
DESCENT— is more handsome than use- 
ful in this form. If you lose your bearings 
indoors, you may find you can't shrink the 
map enough for it to be a useful tool in 
finding your way out again. The outdoor 
helicopter-view snapshot of the immedi- 
ate area is of no practical use. 



A FAILURE TO COMMUNICATE 

And while Connor radios you to urge 
you on to your tasks, alas, he never tells 
you if you've blown a critical element of a 
mission — say, by using a satchel charge in 
the wrong spot. That's a real problem. For 
example, the 11th mission is a three-part 
affair: race through a section of city to 
destroy a convoy; blow the bridge it 
meant to cross; and disable the factor)' to 
which it was headed. I knocked out the 
convoy (or so I thought), took down the 
bridge and the factory and waited for the 
mission to end. 

And waited. The mission didn't end. I 
finally realized that 1 hadn't destroyed the 



entire convoy. Unfortunately, having 
already blown the bridge, there was no 
way to go back and finish the job. Ytkes. 
Once I figured that out, I restarted the 
scenario.. .and found that this time, I'd 
been provided with only one satchel 
charge instead of the two that were 
required. Yikes twice. 

Fortunately, I had one save from late in 
the previous mission, and when I played it 
through and moved on to the 11th mission 
again, the game properly set me up with 
two satchel charges. But that was too 
close a call. Without that save, I'd have 
had to restart. 

But I kept going, and not just because I 
had to keep going to write this review. I 
loved FUTURE Shock dearly, for all its 
faults, and I'm genuinely sorry it's over. (I 
want data disks, and I want them now.) I 
usually don't play a completed game a 
second time, but I'm looking forward to 
revisiting this one using Virtual IO's I- 
Glasses to peer over that hill into that 
bleak no man's land. It may take a while to 
find, but I'll know it when I see it. 

After all, I was there.*fe 



►APPEAL: Anyone who enjoys Doom, 
but wants something new. 

►PROS: Compelling, unrestrained, 
you-are-there 3-D gameplay with a wide 
range of missions 


and three types of 
transport. 

►CONS: It's got 
some oddities, 
inconsistencies 
and bugs, bugs, 
bugs. 
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Register For the Computer Game Developers Co 

Prevent a slow descent into game developer hell. Come to 
the premier conference of the year, put on by game develop- 
ers For game developers. 

You'll spend Four low-stress days networking with people 
who know how to make great games— and great job offers. 
Check out all the new hardware and tools. Learn how to zip 
past toasty old formulas to create truly original games. And 
of course, suck down mounds of free food and drinks. 



erence, March 30-April 2,1996, Santa Clara, CA 

Our 150 classes go deep on design trends, tons of technical 
stuff, the dreaded business side and 17 billion other topics. 

This thing sells out, so register at COMPUT = R 
once by phone at 1.800.441.8826, send GJ.ME / 
us E-mail at cgdcsmfi.com, or launch DEVELf ,; PERS ' ■ 
your most reliable carrier pigeon. Then CONFERENCE 
visit our web site at http://www.mfi.com/sdconfs for instant 
gratification. Then again, you could just blow it off... 
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Price: $59.95 
System Requirements: 

486DX2 50 or higher 
(Pentium recommend- 
ed), 8 MB RAM, VGA 
graphics (SVGA recom- 
mended), 10 MB hard 
drive space; 2x CD- 
ROM drive; supports 
Sound Blaster and 
compatibles. 
§ of Players: 1-4 
Designer: Image 
Space, Inc. 
Publisher: Virgin 
Interactive 
Irvine, CA 
(800) 874-4607 
http.7Avww.vie.com 
Reader Service f: 333 



Cardboard 
Car Wars 



Zone Raiders Provides An Interesting, 
If Uninspired Auto-Destruction 
Experience 




by Martin E. Cirulis 

[very year, some faraway gam- 
ing current generates a wave 
that throws game publishers 
everywhere into a "we've got 
to catch this trend" tizzy. 1995 
was the year of Doom clones. 
This is the year of the Car 
War; everybody and their dog 
seems to be developing an 
action game where yon drive 
around blowing things up real good. 
Virgin Interactives entry is a straightfor- 
ward piece of vehicular mayhem called 
Zone Raiders, and it completely lives up 
to the game classification notice on the 
side of the box: '3-D Driving/Shooter." 
Unfortunately for gamers, it docs very lit- 
tle to suqsass this description. 

ASPHALT ATROCITIES 

F.ven the most basic game has a 
premise, and for ZONE RAJDERS it's a '90s 
spin on an '80s movie. You're a wacky, 
freedom fighting Road Warrior kind of 
guy, trying to save the people from a tech- 
nocratic tyranny in a post-holocaust land- 
scape. To accomplish this, you slap 
together a funky, laser-armed hovercraft 
based on a classic 20th-century automo- 
bile, declare yourself a Zone Raider and 
proceed to take it to those technocratic 
tinheads. 

COOL, BUT NOT CLEVER 

While I hate to describe games in 
terms of their predecessors, ZR is deriva- 
tive enough that it necessitates this kind of 
treatment. Basically what we have here is 
DESCENT on asphalt. Other than the fact 
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your vehicle moves in two 
dimensions instead of 
three, and you arc 
restrained by guardrails 
instead of tunnel walls, 
the game design is virtu- 
ally identical. You must 
guide your vehicle into a maze of road- 
ways, retrieve certain objects by driving 
over them, and then get out, all within the 
allotted time, lake too long to do the job 
and the security system releases a flying 
"Boss"-class robot that hunts you down 
and blows your doors off. 

Players begin with an old jalopy of a 
hovercraft, but can trade up after a few 
successful missions to three other, more 
interesting-looking vehicles. The usual 
variety of pyrotechnic weapons and vehi- 
cle repairs/augmentations are available, in 
true arcade fashion, by driving over them 
as they lie strewn along the roadways. 
Combat is a simple matter of pointing 
your car toward your target and letting an 
auto-targeting system take care of the pre- 
cision aiming. I ,ike driving a tank from 
Kodak, all you do is point and shoot. 

The actual driving part of ZR is enjoy- 
able, though the fact you are in a hover- 
craft detracts somewhat from the visceral 
part of the experience — no squealing 
tires, no screeching brakes. On the other 
hand, some care has been taken to model 
a semi-realistic environment, and the way 
the cars handle in jumps and slides makes 
you feci, at times, like the star of some 
high-tech Dukes of Hazard re-make. 

GETTING WHAT YOU PAID FOR 




KILLER CLASSICS "Fixing up" old cars takes on new 
meaning in Zone Raiders, where you can add heavy 
weaponry to your classic Olds. 



ZONE RAIDERS is a competent, if some- 
what uninspired design. The missions are 
fairly interesting, but most will find too 
few for their game-dollar. The graphics 
arc good and, while 1 think more time 
could have been spent on the appearance 
of your vehicle, some of the city-scapes 
and exotic clover-leafs are impressive 
indeed. 

If you arc looking for a straight-forward 
arcade "3-D Driving/Shooter" that will 
give you fast action on an upper-end 486 
without bothering you with little details 
like variety or plausibility, then Zone 
RAIDERS will be a treat for you. But if this 
doesn't describe exactly what you arc- 
looking for, you should probably leave this 
one in the used-car lot. There's little more 
here than meets the eye, % 



►APPEAL; Dedicated Car-Wars fans 
will enjoy Zone Raiders, but those out- 
side the genre might want to wait for 
something meatier to come along. 

►PROS: A good networkable arcade 
game with some enjoyable driving char- 
acteristics. 

►CONS: Probably 
too basic for the 
non-cartridge 
gamer and a little 
short in the game- 
play department. 
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REVIEW • MARATHON 2: DURANDAL 
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Price: $79.95 
System Requirements: 

68040 or higher 
Macintosh, 4 MB RAM. 

CD-ROM drive, 8-bit 
color monitor (13" rec- 
ommended), System 7 
or later. 
§ of Players: 1-8 
Designer: Jason Jones 
Publisher: Bungie 
Chicago, IL 
(312) 563-6200 
Header Service »: 334 



Gunner's 
High 




Marathon 2 Improves On Last Year's 3-D Shoot 'em Up Success 




by Christopher Breen 

I don't know about you, but when- 
ever I sit hunched over a box of 
greasy popcorn in my seven-dol- 
lar movie-theater seat and the 
first previews title contains the 
words, "Again," 'Two," or 
'The Return of," I get a 
sinking feeling. Although 
some might dismiss it as 
the first symptoms of cot- 
ton-seed oil poisoning, I've lived 
with the condition long enough to 
recognize it plainly — sequelopho- 
bia. That's right, the wooziness 
that results from watching a 
rehash of the previous seasons 
blockbuster. 

It is with this feeling that I 
unpacked, with some trepidation, 
Bungie Softwares Marathon 2: 
DURANDAL, the follow-up to last 
years runaway hit for the 
Macintosh. Here it was, the same 
damnable triangular box design — albeit 
in canary yellow instead of blue — that vir- 
tually guarantees the top flap will rip 
when you open it, the same layout in the 
manual, and the same red seal indicating 
that the game has been accelerated for 
Power Macintosh. Could my gut be right? 
Was this just more of the same old, same- 
old? 
Hardly. 

Marathon 1. Durandal is more than 
a simple rehashing of one of 1995s finest 
Mac games. Rather, MARATHON 2 takes 
the original MARATHONS frantic gameplay 
and solid storyline and adds drop-dead 
gorgeous, high-resolution full-screen 
graphics, 16-bit active stereo-panning 
sound, several new network scenarios and 
battlefields, a wider variety of beasties, and 



the opportunity to practice your back- 
stroke (many of the scenarios require that 
you play under water, or lava, or sewage). 
Far from treading over the same old 
ground, MaRATI ION 2 blazes new trails, 




lection of processors, you've been trans- 
ported across the reaches of space to the 
planet Lh'owon. Your mission: Destroy 
the Pfhor garrison and unravel the secrets 
of the planets ancient civilization. Of 
course what this really 
means is dash about, stock- 
pile ammunition and ever- 
more-powerful weapons, 
heal your wounds and Kill! 
Kill! Kill! 
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8UGGY SOFTWARE Marathon 2's full-screen view helps set a 
more sinister tone as you battle the bug-like Pfor on their home 
planet. 

once again raising the standard of 3-D 
action games on the Macintosh. 

IT WAS 17 YEARS AGO TODAY 

A full decade later, you still can't forget 
the exhilarating whoosh of a single 
SPNKR-X17 rocket, or the maniacal plea- 
sure of wiping out a nest of the bug-like 
Pfhor, who'd rudely taken up residence on 
the starship Marathonmina. Your only 
regret is that Durandal, the rogue com- 
puter responsible for recklessly beaming 
you about the Marathon to do battle with 
the otherworlders, managed to pack up 
his superior intellect and oil out of the 
area with only a faint promise of a second 
date. 

Durandal has now made good on that 
promise. Shanghaied by this brainy col- 



THE SOUND OF 
MAYHEM 

Although Marathon 2 
introduces a host of new 
enemies, a couple of new 
weapons (sa wed-off shot- 
guns!), and an updated plot 
line, the real show stopper 
is the game's sound and 
graphics. MARATHON Is 
haunting background 
music is gone, replaced by eerily authen- 
tic natural sounds like bubbling lava, lap- 
ping water, and howling wind. As with the 
other sound effects in the game, these 
pan across the stereo field as your orienta- 
tion changes. If a pool is to your right, for 
example, you'll hear water sounds mostly 
from the right speaker. Although the origi- 
nal version used stereo sound, it wasn't so 
convincing that you could track an enemy 
by sound alone. With Marathon 2, you 
can. 

Bungie has also improved the game's 
interface and consequently widened the 
field of vision by placing the gauges at the 
bottom of the screen and removing the 
side panels. ITie new panoramic, letter- 
box perspective removes the tunnel-vision 
so common in 3-D games and presents a 
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It's a first. Unlimited Internet access for the 
flat rate of $19-95 per month from a major 
national access provider... no other charges. 



Call now for your free software and we'll give 
you 14 days to use Pipeline USA 
absolutely free. 



Leading publications have applauded Pipeline 
software for being the easiest available. 
You will, too. 



%5> HRHE L. I N 

a PSINet Company 

\ Service fees : 



I -800-805-9840 

http://www.usa.pipeline.com 



Service Fees apply beyond the first 14 free days. Valid major credit card required. Phone charges may apply. 
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THE R OS WELL UFO CRASH. 

A PACKAGE. 

A SERIAL KILLER. 

A GOVERNMENT COVER-UP. 

A MYSTERIOUS WOMAN. 

A MISSING MAN. 



A TERRIBLE SECRET. 
AND YOU NEED TO SHAVE. 
IT CAN'T GET ANY WORSE... 




view realistic enough that on more than one occasion I 
found myself craning my neck to peer around a comer. 
This, coupled with the game's beautiful texture-mapped, 
16-bit graphics and dynamic lighting, makes MARATHON 2 
very easy on the eyes. 



KILL, SPACEMAN! FASTER! FASTER! 

MARATHON 2 also differs from the first iteration of the 
game in terms of gameplay. 

To begin with, this version is less puzzle-oriented than 
its predecessor. Although the original Marathon 
brimmed with action, it also required a fair bit of cogita- 
tion to escape the different levels— switches always 
seemed just out of reach and doors were always closing a 
split-second too soon. DURANDAL doesn't completely 
forego brainwork, but mayhem is the game's main focus. 

This doesn't mean, however, that strategy plays no part. 
Not only do your enemies seem smarter — some of them 
actually nin away when you start shooting — but there are 
also raging interpersonal conflicts among the baddies. As 
in DOOM, one of the best strategies for getting out of a 
sticky situation is to anger one of the less-mannerly crea- 
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AH, FRESH AIR Unlike the original Marathon, Durandal allows you 
outside for a breath of clean, fresh alien air 

tures and duck out of sight while he takes his hostility out 
on his nearest and dearest. 

From a pacing standpoint the games are also quite dif- 
ferent. Playing at the Normal level (there are the usual five 
difficulty levels, ranging from Kindergarten to Total 
Carnage), MARATHON L's level of violence gently rises as 
the game progresses. 1 Tiis sequel follows this same pat- 
tern, until you hit the late teens of the 28 levels, at which 
point all hell breaks loose. One minute you're leisurely 
blasting sewage-sucking bipeds, the next you're scurrying 
around like an ant on a hot griddle, frantically gathering 
shotgun shells and randomly unleashing both barrels on 
the surrounding hordes. I expect that more than one play- 
er will choose this moment to quit the game in frustration, 
open the Preferences dialog box and change the current 
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skill level to something requiring a little less adrenaline. 

NET SCRAPE 

As great as Marah ion 2 may be as a single-player 
game, it can't hold a candle to the frantic, blood-pumping 
thrill when it is played over the network. In networking 
mode you and seven of your buddies can still play the 
Every Man For Himself Scenario found in the original 
MAMT1 ION, but MARATl ion 2 introduces such childlike 




W COME HELL OR HIGH WATER Sock it to the Pfhor by 
I land and by sea. 

diversions as King of the Hill, lag, and Kill the Guy With 
the Ball fin this ease the "ball" is a human skull). In addi- 
tion, if you're having a tough time beating the single-play- 
er game on your own, you're welcome to form a network 
team and play the game cooperatively. But steep is the 
price you must pay for network play. For satisfactory 
gamcplay, every player should be sitting at a Power 
Macintosh connected to an Ethernet-based LAN. And 
although the game includes a feature that enables you to 
scream at one another over the net using PlainTalk micro- 
phones, conference calling over speakerphone is still the 
communication method of choice. 

THE END OF THE COMPLIMENT 

Maraikon 1 was no slouch, but Marathon 2 is, in 
nearly every way, a vast improvement. Yes, if you preferred 
the originals more cerebral elements over its shoot-'em-up 
charms you may long for a few more puzzles. Aid those 
who aren't ready for an all- 
out assault may feel over- 
whelmed in the latter half of 
the single-player game. But 
no one, no one, will be disap- 
pointed by the game's 
improved look and feel or the 
added-value network play. 

Bungie has produced a 
remarkable, refreshing sequel 
and has once again captured 
first place in the Macintosh 
action Marathon% 



►APPEAL: Any Macintosh gamer, par 
ticularly those looking for 3-D shoot 
'em up action. 

►PROS: Gorgeous graphics and rich 
sound accompanied by frantic game 
play. If you can't play this game over 
the office's Mac network, consider 
quitting your job. 

►CONS: Those [BSS^I ^ 

who enjoyed W^I^BI 
Marathon 1 for its 
puzzles may be dis 



appointed by M2's P*^BB 
I 



focus on action. 



REVIEW • EARTHWORM JIM 




Price: $49.95 
System Requirements: 

IBM Compatible 486- 
33, Windows 95, 8 MB 
RAM, 2x CO-ROM, 
mouse; supports 
Windows 95 compatible 
sound cards; 
# of Players: 1 
Protection: None 
Designer: Shiny 
Entertainment 
Publisher: Activision 
Los Angeles, CA 
(310) 473-9200 
Reader Service If: 335 



Worm Warfare 

Earthworm Jim Takes A Bite Out Of Platform Game Stereotype* 




by George Jones 

One day you're a common 
earth-eating worm, the 
next an evil-battling, save- 
the-princess, cosmic 
superhero. Such is the life 
ofEarthwonnJim.This 
guy, er, wonn is a 90s 
James Bond kind of 
superhero who bungee- 
jumps, hitches rides on 
rodents and in underwater glass bubbles, 
and of course, gets the girl in the end. Life 
as a wonn is rarely this much fun. 

Thankfully EARTHWORM JlM, the 
Windows 95-based platfonn game is just 
as much fun. This title, much like the 
main character {who has his own 
Saturday morning cartoon and line of 
action figures), oozes character, from the 
fun, lush graphics to the hilarious sound 
bites throughout the game. And some of 
the most annoying platform game traits 
have, for the most part, been avoided. 

WORM HOOK 

In an age when crappy platfonn games 
are a dime a dozen, Activision has gra- 
ciously spoiled us PC gamers by porting 
yet another top-notch platform scroller. A 
ittle less challenging than PlTFALL 
Harry's Mayan Adventure, 
Earthworm Jim is still on par, with rich 
graphics and some ingenious pacing. 

Whereas most platfonn-style games 
require your hero to keep moving through 
one horizontal level after another, Tom 
Tanaka and Douglas TenNapel's level 
designs avoid such monotony. Plenty of 
the 20 levels in JlM are of the traditional 
variety, but scattered along the way are 
lots of mini-games, such as space races, 
and bungee jumping. The Andy Asteroids 
"intennissions," which require you to race 
through an asteroid field, become a bit 
tedious by the fifth or sixth run-through, 
but for the most part, these short intenne- 



diate levels serve as a 
great way of breaking up 
and pacing the game. 

And even the nonnal 
levels are creative. You'll 
traverse junkyards and 
explore underwater envi- 
rons. You'll even play 
some parts of the game 
without your tmsty plas- 
ma-firing battle suit. And, 
in a radical departure 
from the platfonn genre, 
you don't have to fight a supcr-powcrcd 
boss at the end of each level. 
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INSTRUMENTS OF DESTRUCTION 

Your suit, of course, is what makes it all 
happen. Hie top left of your screen shows 
how much power your annor has left. 
Hie bottom of the screen shows how 
man}' plasma shots are stored up, as well 
as any special weapons you've aquired. 

The controls arc simple. One button 
jumps, one button fires your energy 
weapon and a third button cracks your 
whip (Pni'ALL Haiuiy envy?). 

One beef I had with the controls is that 
when you accumulate special weapons, 
you have no choice over when to use 
them. Say, for example, you pick up the 
Mega Plasma , a one-shot destroy-all 
weapon. The next time you open fire on 
the enemy, you have to use it— you can't 
save it for your showdown with an end 
boss. But Since Big Bosses are rare, this is 
not a huge problem. 

Gamers can choose from easy, inter- 
mediate and advanced difficult}' levels, 
and the game is easily configurable 
through the same nifty Properties Box as 
in Pitfall Harry. Aother nifty feature is 
that the game records your progress, so 
each time you play you can start off on 
the level where you left off (or died). 

Despite a few minor shortcomings and 



SNOTTY BEHAVIOR During your adventure, you'll engage 
in a bungee jump duel with the likes of Major Mucus and 
his friend Mucus Phlegm Brain. 

the negative label that some stuffy PC 
gainers immediately brand all platfonn 
games with, EARTHWORM JlM is a hoot 
and a holler. Put anyone in front of it, and 
with the exception of the gmmpiest non- 
action gamer around, they'll love it. No, it 
won't have you obsessing over how to 
defeat Queen Slug-For-A-Butt. But you'll 
have a marvelous time the whole way. 

I'm glad Activision decided to port this 
title to Windows 95. Newcomers to com- 
puter games will appreciate how easy it is 
to get into, while veteran action gamers 
will appreciate the diversity in the action. 

Here's hoping the next major port of a 
console title is as much fun. Hey 
Nintendo, how about Don KEY KONG 
Country? 

Check out Jeff James action column for 
a list ofEAKimvoRM Jim cheats.% 



►appeal: Action gamers, particularly 
fans of the platform genre, will love 
Earthworm Jim. 

►PROS: Easy to learn, fun to play, 
great graphics, and entertaining sound 
bites. Best of all, the game has lots of 
character and variety— unusual for 
"platform-type" 
scrolling games. 

►CONS: Some US 

control proh- f^r-' "1 ^ ' 

I ems, including the If £si IfT 

inability to save ^L.^ 



special weapons 
for later use. 
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Sure, there was life on the Internet 
before TotalAccess for Macintosh. 



It just sucked. 




Easy, award winning plug-and-play software 
includes Netscape Navigator: 

Cheap, fast, uncensored access to the Internet. 

It's that simple. 




The coolest, easiest Internet access on the planet. 

$19-95 per month. Flat rate. Unlimited usage. Free 2 meg Web home page. 
Call now for your free TotalAccess software with Netscape Navigator.™ 

1-800-395-8425 



Earthlink Network, Inc. 
3171 Los Feliz Blvd., Suite 203, Los Angeles, CA. 90039 Fax (213) 644-9510 
Info via email: info@earthlink.net, live human via email: sales@earthlink.net 

Internet access and software for MACINTOSH, WINDOWS, WINDOWS 95, featuring Netscape Navigator."' 
EarthLink Network is one of the largest Web space providers in the United States. EarthLink also provides 
ISDN, Frame Relay, Tl and other professional Internet access services. 
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Price: $59.99 
System Requirements: 

IBM Compatible 486 
DX2-66 (Pentium 90 
recommended), 8 MB 
RAM (16 MB recom- 
mended). DOS 5 or 
greater, SVGA (with 2 
MB RAM recommend- 
ed), CD-ROM; supports 
Sound Blaster compati- 
ble sound cards. 
# of Players: 1-8 (net- 
work required) 
Protection: None 
Designer: Graffiti 
Publisher: Virgin 
Interactive 
Irvine, CA 
(714) 833-8710 
http://www.vie.com 
Reader Service §: 336 



Hot Wheels 

Screamer Brings Colorful Arcade Racing To The PC, 
But You'll Need A Fast Machine To Catch It 




by Scott A. May 

For years, personal computers 
have outpaced plug-and-play 
gaming consoles in speed and 
sophistication. But the advent 
of "next generation" systems 
like the Sony PlayStation and 
Sega Saturn has quickly nar- 
rowed the technology gap. 
Nowadays, even with the 
onset of Windows 95 and 
more action games than we've ever seen 
before, PC action enthusiasts still find 
themselves glancing with envy at some of 
the hot new console titles being released. 

One particular action genre has singu- 
larly fallen short when measured against 
its "purer" siblings, This category is coin- 
op style arcade racing, and besides 
Electronic Arts' The NEED For SPEED, 
most other titles have been incapable of 
providing the requisite thrills, chills and 
spills on gamers' desktops. Virgin 
Intcractive's answer to the call is 
SCREAMER, a two-fisted driving game that, 
given enough memory muscle and CPU 



horsepower, cer- 
tainlv lives up to its 
name. 

NO HOLDS 
BARRED 

Straight out of 
the box, 
Screamer is a 
simple, no-holds- 
barrcd, singlc-play- 
cr arcade racer, 
similar in character 
to such best-selling 
console titles as 
Ridce Racer and Virtual Racing. 
Choose from six widc-bodied, low-to-the- 
ground machines, each available with 
either automatic or manual transmission. 
The exact configuration of each car, as 
evidenced by their names, is strictly 
arcade generic: Shadow,' Tiger, Hammer, 
Rising Sun, Panther and Yankee. Each car 
is rated for top speed, grip (how it handles 
corners) and acceleration. 




r 




► CANT DRIVE 55 Screamer boasts high-resolution, high-speed arcade racing fun 



WRECK CITY Treacherous city courses offer ample opportunity for 
undesired vertical motion. 



Three courses are available in a 
Normal, or single-race, game: Palm Town, 
Lake Valley and Lindburg, where you'll 
compete against nine other computer- 
controlled drivers in a 5-, 5-, 10- or 25-lap 
race. '1 hree skill levels — Rookie, Amateur 
and Pro — allow you to substantially 
increase the tenacity of the "other guys" as 
your own driving prowess improves. Keep 
in mind you're not only competing to win 
the race, but also to finish it. An on-screen 
timer counts down the seconds until you 
reach the next checkpoint, where you're 
given additional time. Fail to reset the 
clock and the race abruptly ends. 

The championship game tests your 
mettle a bit more; you must finish in the 
top three on each course in order to 
progress to the next race. Success in 
championship mode is also the only way 
you'll get to see Screamer's other three 
courses (not available in a Nonnal game). 
Finish all six courses, and you'll start over 
again, at a substantially higher skill level. 

If your eyes are still in their sockets, 
proceed to the final stage: Bullet League. 
Here you'll run the entire gauntlet again, 
this time competing against only one car, 
The Bullet. 

One advantage SCREAMER has over its 
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arcade and console brethren is that, dur- 
ing the course of a Championship 
Season, you can save and reload your 
games. 

SCREAMER 2000 

But wait— there's more. No, 
Screamer can't cut through steel cans as 
easily as it slices tomatoes. But it does 
have three special modes that offer several 
entertaining variations on the standard 
racing format. Time Attack, as the name 
implies, is a solo race against your best lap 
time on the track of your choice. During 
each lap a ghost image of your car will 
appear on the track before you. Use this as 
a visual reference to your current lap 
time— if you trail the ghost car, you're 
seconds behind your best lap time; if you 
pass, you're on track to set a new course 
record. Unfortunately, you'll need at least 
12 MB of RAM to enjoy this special 
option, since your previous lap (the ghost 
car) is stored in memory. "I hose with only 
8 MB of RAM can still race, but won't see 
the ghost car. 

Another racing option, Cone Carnage, 
prompts you to ram a series of cone barri- 
ers specially placed around the track. 
Each cone you hit adds another second to 
the checkpoint timer. I he alternate ver- 
sion of this race, Slalom, demands that 
you do just the opposite. Instead of strik- 
ing cones, you must maneuver between 
them to earn extra time. Miss a "gate" and 
the checkpoint clock keeps ticking. 

TOTAL RACING NETWORK 

SCREAMER'S big bonus is network play, 
supporting up to seven nodes of simulta- 
neous head-to-head racing. It's a kick, to 
be sure, for several reasons. Hie comput- 
er-controlled racers rarely make mistakes, 
particularly at upper skill levels. This 
means they're usually less compelling 
opponents. Humans, on the other hand, 
are a different story; racing against your 
own kind inevitably and inherently fires 
each driver's competitive spirit. You can't 
damage your car, but each bump, spin- 
out, guard rail grind and wreck, comically- 
executed as an end-over-end tumble, 
pushes you to the back of the pack. The 
computer usually avoids such collisions, 
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CATCHING 

won't stop 
hit bumps. 



but human nature being what it is, net- 
work play often provokes more wipeouts 
than the opening lap of the Indy 500. 

SPEEDY COMPROMISES 

The graphics are arcade quality; post- 
dated perhaps a year or two. Each course 
winds through all manner 
of terrain, including free- 
ways, city streets and 
mountain passes, dipping 
and weaving around build- 
ings, tunnels and high- 
banked niral curves. Hie 
designers heap on plenty of 
peripheral chrome and glit- 
ter, in the guise of heli- 
copters and jets zooming 
overhead, active windmills 
and rotating billboards. All 
are rendered in colorful 3- 
D texture maps. If nothing 

else, Screamer captures 

the stunning look and feel 
of the classic coin-op 
machines. 

Four user-selectable driving views allow 
you to view the action whichever way you 
want it: full-screen (a hood-mounted 
camera), behind the dashboard, chase 
view and extended chase view. 

Despite running in DOS 32-bit pro- 
tected mode, Screamer exhibits the typi- 
cal problems games do when played at 
the minimum system requirements. You'll 
need at least 12 MB of RAM to experience 
the game's polished SVGA graphics, but 
don't expect to enjoy high-res unless 
you've got a Pentium. High-resolution 
animation runs extremely choppy on a 
4S6 DX2-66, but smoothes out on a 90 
MHz Pentium. The alternative— the only 
option for systems with only 8 MB 
RAM— is to run the game in standard 
VGA mode. Here the graphics are 
chunky, but still look pretty good. It's a 
worthy compromise. Other factors, such 
as a quad-speed CD-ROM drive and 
local bus video card, also help to ease the 
hardware burden. 

The game does offer decent support 
for specialty driving tools, including 
Thnjstmasters new Formula 12 steering 
wheel and floor peddles. Otherwise, a 



good analog joystick suffices. Even simple 
keyboard controls perform adequately. 

THE HOME STRETCH 

Playing SCREAMER is a gas, given its 
arcade limitations. Racing purists, of 
course, won't want to touch it with a 10- 





AIR Screamer doesn't have realistic car models, but that 
you from driving 150 mph or leaving the ground when you 



foot tailpipe, given its profound lack of 
real-world dynamics. About the only nod 
to realism is the ability to powerslide 
around particularly tight corners. 

But it isn't meant to be real. SCREAMER 
is pretty much a no-brainer, targeting little 
more than your gut instincts and need 
for speed. And I mean this in a positive 
sense. Your console friends still aren't 
likely to be jealous, but at least now your 
PC can rev on the red line, almost with 
the best of 'em% 

►APPEAL: Arcade racing fans, or 
those looking for quick fix racing, 
should check out Screamer. Purists 
should stay away. 

►PROS: Colorful arcade-style eye 
candy for the PC, with racing options 
galore, including an 8-person network 
play. Championship mode and multiple 
skill levels boost long-term gameplay. 

►CONS: You'll need a powerhouse sys- 
tem to enjoy the SVGA graphics, 
smooth animation 
and advanced 
game options. Lack 
of real-world con- 
ventions will 
instantly put off 
racing purists. 
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Take The - 
Last Trick 

QQP's legacy of winning card games deservesMter 
than Card Players Paradise 



A 



on our com- 
puters, usu- 
I ally the 
incessantly 
| repetitive 

version that comes with Windows. No 
game will ever match the tactile feel of 
flipping and shuffling cards (and for many 
users, this isn't a problem), but 
SOLITAIRE'S JOURNEY comes darned close 
to re-creating the experience, without 
wearing out your favorite poker deck. 
Over 100 different kinds of Solitaire, from 
mind-numbingly simplistic to agonizingly 
challenging, are combined with various 
"quests" to form the most unique slant of 
a classic game ever designed for the com- 
puter. Best of all, the game is readily avail- 
able in bargain bins— I've seen it for as lit- 
tle as ten bucks. 

Problem is, all of QQP's clever card 
games will soon find their way to discount 
heaven, as the company has been gutted, 
surviving in name only. For why, we can 

\> The "John Madden of Chess" 
lis featured in Maurice Ashley 
I Teaches Chess by Davidson and 
I Associates. The National Master 
I (who has wins over several top 
I international chess stars) shows 
I how his unique style, punctuated 
I by fresh and lively commentary, 



dmit it — only speculate: perhaps the parent com- 
we've all pany, American Laser Games, simply 
played silly decided to channel all of its resources into 
little games their line of games for girls, called HER 
like Solitaire Intcractive. If so, the irony is that card 
games, especially good ones such as 
QQP designs, are among the games most 
played by females of all ages. 

All of which makes the release of 
QQP's newest card game package, Card 
Players Paradise, bittersweet. It's obvi- 
ous from the spartan packaging that this 
was a low-budget project, which belies 
the modest advances in documentation 
and layout— there's even an index, almost 
unheard of from QQP Moreover, while 
the explanations of niles have the seem- 
ingly inevitable QQP holes, the copious 
examples of play are lucid enough to help 
you learn the more exotic games includ- 
ed. 

ACE HIGH OR LOW? 

TTie real winner here is Rummy 500: 
easy to learn, hard to master, it brings back 
memories of endless Rummy games 
played on long winter nights. Quick, nat- 
ural and fluid, Rummy is quite good 
either versus the computer or via modem, 

! can make you a better player 
! regardless of your playing level. 
I ► You Don't Know Jack has 
I become such a big hit for 
| Berkeley Systems that they are 
j releasing an add-on pack of addi- 
tional questions for a street price 
of around $15. 



and includes plenty of variants. Pinochle 
and Bezique {a forerunner of Pinochle) 
are just different enough that they test 
your ability to learn new bidding styles; 
players too accustomed to the comfort- 
able parameters of Bridge will struggle. 
Casino is the weakest link of the four 
games, as it at first seemingly defies logic, 
then becomes too predictable as the pat- 
tern emerges. 

The graphics are actually a step back 
from the crispness of Bridge Olympiad, 
despite the increased use of digitized 
screens featuring "geographically educa- 
tional" card-playing locations from 
around the world — they struck me as lit- 
tle more than fancy clip art (and truth be 
told, I'd rather view lands in Sid Meiers 
Civilization). One welcome change in 
Paradise is that while the AI still cheats, 
at least it isn't as brazen as in the higher 
levels of Bridge Olympiad, which never 
missed an opportunity to snag your lone 
King. On the other hand, this game will 
never compete with really good AI, such 
as in the best Bridge and Chess games — 
but then, where else can you go to play a 
good game of Rummy? 

As with Bridge Olympiad, you get to 
compete in a "World lour" with the best 
amateur and professional opponents the 
computer can throw at you. After paying 
entry fees, you enter events and win coins 



t fi It's no 
Card Player's 
Paradise with 
QQP gone 
from the 
industry, J J 
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MIND-MELD Even the decent computer opponents 
can't save Card Players Paradise from the Land Of 
Lost Tricks. 



and lanterns — more on this later — to advance. Typical 
of QQP's "campaign games," this is enjoyable at first. But 
after the first couple of times, it fades, unlike, say, the 
eminently repayable SOLITAIRE'S JOURNEY. Why, for 
example, do you win lanterns to wander through a city 
maze, here every bit as infuriating as any needless maze 
from an adventure game? Wouldn't a simple 'Ibp 10 rank- 
ing or medal-winning system, as in BRIDGE OLYMPIAD, 
have worked better? 

In the end, Card Players Paradise is a microcosm 

for QQP: some annoying bugs, typos and tepid layout 
make you think it was rushed through development; 
worse, the game, despite some fine moments (such as 
Rummy), really lacks that remarkable mix of play-balance 
and sheer joy of gaming which once defined QQP prod- 
ucts. If this is the state to which Bnice Williams and Co. 
are to be reduced, perhaps its better that they move on. If 
American Laser Games has any sense, they'll release an 
SVGA Windows 95 version of Soli'IAIRE's JOURNEY, and 
maybe include Bridge Olympiad and Rummy on the 
same CD. That would certainly be a more fitting legacy 
for QQP than Card Players Dkskrt— I mean 
Paradise, ofcouise.% 



going out, it tends to discard 
high cards. Patience usually 
rewards you with a high spread 
of aces or face cards. 
► An alternative method to win- 
ning in Rummy can be to sim- 
ply hold cards, only placing 
them when you have two or 
three runs. The advantage is 
that your opponent has nothing 
to play off of, hut if you get 
caught with all those cards!.,. I 
would use this strategy against 
a human only via modem, and 
only if I were way behind. 




► Boy, are the computer oppo- 
nents aggressive in Card Players 
Paradise! Playing it too close to 
the vest in Rummy can leave 
you behind in a hurry. But don't 
despair: just play more tricks as 
three and four-of-a kind, which 
will frustrate your silicon oppo- 
nents—who prefer (like my late 
great-aunt Dora Mae) to play 
long "melds" of a series 
(2,3,4,5,6 of hearts, for exam- 
ple). As the Al gets closer to 
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Don't Be Square 

I'm Good Enough, I'm Smart Enough, And Doggone It, People Like Me 

by Charles Ardai 



Price: $29.95 
System Requirements: 

IBM 486-66 or better 
processor, Win 3.1 or 
Win 95, 8 MB RAM, 
SVGA graphics, 2.5 MB 
hard drive space, 2 x 
CD-ROM, Windows 
compatible sound card, 
mouse. 
Protection: None 
Designer: Onesong 
Partners, Inc. 
Publisher: Time 
Warner Interactive 
Burbank, CA 
(800) 482-3766 
Reader Service #: 337 





m surprised that 




more computer 




games don't turn 




out like 


I 


ENDORFUN, 




given that most 




of them come 




from California. 




Its also a good 




thing; I can't be 


the only one who finds 


VewAge philosophy 


lard to swallow. Daily 


affirmations and com- 


puter j 


ames mix about 


as we] 


as Beef 


Wellington and Jell-O. 


IfErnoRubik(ofthe 
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GROOVE TUBE 

with lava-lamp 



Endorfun might be the first self-actualizing computer game, 
background art to boot. 




cube) and SNL's self-help gum, Stuart 
Smalley, designed a game together, they 
might come up with a similar product. 
While you maneuver a multicolored cube 
around the playing grid, ENDORFUN bar- 
rages you with "motivational" messages 
spelled out on the screen, muttered over 
the soundtrack, and inserted subliminally 
into the music. Whether ENDORFUN 
included pearls of wisdom such as "I am 
free of dependency" and "1 love myself 
the way I am" to encourage or to distract 
players remains open to speculation. 

You can axe the subliminal messages by 
turning off the music, suffering no great 
loss either way. You're stuck with every- 
thing else. 

What does all this mushy self-love have 
to do with a Rubik-style puzzle game? 

Nothing. But if you want to play the 
game, you better get used to it. 

PUT THE BEST FACE ON IT 

You move the cube around the grid by 
turning it end over end in the four basic 
compass directions. Each time you turn 
the cube, a different color appears on the 
exposed face. After starting a given level, 



colored squares begin to randomly popu- 
late the mostly bare grid. You must direct 
your cube so that the top face shows the 
same color as an occupied square. 
Successfully landing on a colored "block" 
will remove it from the grid and allow you 
to continue your progress. 

Play continues until the timer runs out, 
the colored blocks trap your cube into an 
inescapable position, or you clear all 
blocks from the screen. Depending on 
which of the three variations you choose, 
you can score points for removing blocks, 
clearing a grid quickly, or length of play- 
time. 

Although simple, Endorfun doesn't 
have the hyper-simplicity of the best puz- 
zle games, like TETKIS. But it becomes 
addictive. What starts out awkward quick- 
ly becomes intuitive. Once you can move 
without consciously calculating the 
sequence of turns necessary to land on a 
given block, roaming around the grid 
becomes quite enjoyable. 

SOUND OFF 

Enjoyable, that is, until a level ends, 
and we're back in fruitcake land. 'Your 



body functions perfectly," 
the computer tells me. 
Oh, yeah? I have a cold. 
'Your body heals itself." 
"Bite me," I say, reach- 
ing for a Kleenex. 

"I create joyous cre- 
ation," it whispers sublimi- 
nally. "I forgive myself. I 
am divinely guided. I cre- 
ate miracles." 

I think not. What it cre- 
ates is the queasy sensa- 
tion of being indoctrinated 
by the crunchiest of all 
granola factions. 

"I am divinely guided?" 
"I choose life?" How 
would the well-meaning souls behind 
Endorfun feel if their right-wing counter- 
parts marketed a game containing sublim- 
inal messages such as "I accept Jesus as 
my personal savior," "I choose right-to- 
life," or "I draw pride from the supremacy 
of my race?" 

"Oh, but that's different," they'd cry. 
Sure, just like your left shoe is different 
from your right. The shoe would just be 
on the other foot. 

Game designers should stick to design- 
ing games; If there is an appropriate place 
for this feel-good dogma, it's not here.% 



►appeal: If you insist on light 
games with a "message," this might 
be your cup of herbal tea. 

►PROS: Simple to play, and it grows 
an you once you master the basic 
moves. 

►cons: Psychedelic background art, 
bongos on the 
soundtrack, levels , r fj 
named "Karma" 
and "Rower 

Crystal". .all this H; |J] r\ 
and subliminal HSksH 
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8MB SIMM $ 

(2x32) 72-pin 

Call The PC Zone for 
f our complete line of 
memory upgrades. 



HUM at Hot Priced 



From your Catalog SuperstonM 
for Games and Accessories! 

Full line of games, complete systems, monitors, memory 
upgrades, video cards, multimedia kits and more! 




Baywatch „ n 
Companion °/Im 

Bring the cast from 



Bring the cast from 
the show to your computer 
screen with screensavers and 
nearly an hour of live-action 
video clips. Byron Preiss 
W#26092 





MechUVarrii 2 
Expansion Pack 

Strap into 10 exclusive 
BattleMech chassis, employ 
additional weapons systems, 
and launch into over a 
dozen new missions! 
Activision D#27857 

DH23713 MechWarrior 2 $44.98 



Robot City 

Solve a murder mystery on 
a distant planet where an 
experiment has run amok, 
someone has been killed, 
w&ytm are the suspect 
Byron Preiss W#88668 



Phantasmagoria 

The most frighteningly believ- 
able adventure game ever 
created! Includes feature- 
film actors and the most 
film footage ever included 
in any game. 
Sierra D#252l6 





#30323 

Get 2 FREE titles and 
Save $$ on more titles! 

if you purchase this CD-ROM drive: 

Receive U.S. Atlas 6 FREE! #28897 

Receive World Atlas 6 FREE! #28892 

Get Al Unser, Jr. Arcade Racing for $9-98! #26085 

Get Groiier 1996 Encyclopedia for $14.98! #26072 



Launch CD-ROM 

with any purchase! 

The premiere 
interactive 
entertainment 
CD-ROM! 
launch brings 
new music, 
movies, computer games and anima- 
tion to life using the latest in multime- 
dia technology. See for yourself! 




Mile High Club/ 
Phoenix Joystick 
Bundle 

You're in for the flight of your 
life! Get eight top flight simu- 
lators, plus a jet-style joy- 
stick with built-in 
throttle and rudder 
control. Velocity/ 
Advanced Gravis #30861 




#25247 Mile High Club 
#27564 Phoenix Joystick 



$ 19.98 
J94.98 



Call Hie PC Zone! 
1.800-419-9663 

f over 20,000 24 hours a day, 7 days a week! 

products 

[Knowledgeable 
sales advisors 

[Great 
customer 
service 



h'SzM Most orders ship 
B^H the same day! 

Credit cards arc noi dtarsed until the order Ls shipped. Mos products ship the same day 
forcwmightr]dm^Pad<agessto for 
each additional pound or via ITS ground. Call for international shipping rates. Padtagmg 
and handling $4 per order Returns subject to a resocking fee. Prices and product avail- 
abilitv 1 subject to diancje without nrxico. ^xuak aiid promote niay' lw tin tiled to stuck 
on bind. Not responsible for ftpographiral errors. 
© 1996 Multiple Zones International. All rights reserved. 



CALL FOR A 



CATALOG 
SUBSCRIPTION! 

YOUR SOURCE CODE 
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Match Play 

Scrawny Set Will Garner More Respect Than Enjoyment 

by Charles Ardai 




Price: $34.95 
System Requirements: 

PC compatible 386 or 
better, Windows 3.1 or 
Win '95, VGA graphics, 
2 MB hard drive space, 
mouse; supports 
Sound Blaster and 
compatibles. 
#of Players: 1-10 (hot- 
seat and modem) 
Designer: Mercury 
Software 
Publisher: Set 
Enterprises, inc. 
15402 E. Verbena Drive 
Fountain Hills, AZ 
85268 

(No telephone orders) 
Reader Service U: 338 




eware the scrawny guy in 
the pool hall, the one with 
coke-bottle lenses, sloping 
shoulders, and hands that 
look like they've never held 
a cue. Same thing 
here: beware SET. 
Rarely has a game 
looked scrawnier. 
The self-published 
brainchild of a one-time geneti- 
cist, Set has "amateur" written all 
over it. The screen shots and logo 
on the box are out of focus. The 
game's soundtrack is a mishmash 
of audio clip art: a New Age fan- 
fare when you start the game, an 
exuberant "Yeah!" when you do 
something right, a gurgling 
"Aaargh!" when you do some- 
thing wrong. The screen layout is 
remarkably plain, even for a com- 
puterized card game. The whole 
thing looks as sturdy as a wet 
piriata, and roughly as much fun. 



shapes, striped shapes, and open shapes. 

Its difficult holding all four characteris- 
tics in your head at once, especially when 
you can't make a set out of two cards that 
match and a third that doesn't. You may 



SET is really, really hard. Unless you 
enjoy detecting quadravariable patterns at 
a glance, you'll get frustrated. And I sus- 
pect, even logicians and the mathemati- 
cally inclined will respect SET more than 




r 



READY.. .SET... 

How hard can a game be 
when it looks so flimsy— espe- 
cially when it only has one rule? Well, 
here the rule is that you have to select sets 
of three cards out of twelve shown on the 
screen, such that each of the cards' four 
characteristics— color, shape, number, 
and shading— either match or don't 
match. 

"Match" means that a given character- 
istic is the same on all three cards: for 
instance, that all the cards feature green 
shapes, rather than red or purple shapes; 
or that all the cards feature ovals, rather 
than diamonds or squiggles. "Don't 
match" means that a given characteristic 
is different on each card: for instance, that 
the cards feature one shape, two shapes, 
and three shapes, respectively, or solid 



POLYAGONY Challenging but unfriendly, this game seems aimed more toward the Mensa "set" 
than the puzzle/classic gamer 



find three cards that are all the same color 
and all have three shapes, but notice too 
late that two of the cards feature dia- 
monds while the third features ovals. As 
they say...Aaargh. 

Making matters worse, the computer is 
watching over your shoulder, picking out 
the sets for you as a timer ticks away. (You 
may also have a human opponent, either 
hot seat or linked in by modem, racing 
with you to find the sets.) Stare for too 
long at any one arrangement of cards and 
you feel your opportunity slipping away. 
You can't afford to panic, since that's when 
the cards start dancing before your eyes 
and you start picking false sets, one after 
another, losing a point for each mistake. 



they enjoy it. Personally, I left feeling like 
something of a wet piriata. For those who 
cherish that feeling, Set provides it in 
spades.% 



►appeal: Only for die-hard fans of 
the puzzle pages in Scientific 
American. 

►PROS: A tough symbol-matching 
card game with enough play varia- 
tions jnrl subtlety fBB^M 
to earn your 

►CONS: Difficult I S 
and visually plain, ^H^SS T 
lacks the spark to pHSHHSI ^ 
make it much fun. !Jll I ] 1 1 ^ 
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u've explored new dimensions, 
rfcient riddles, outfought master 
generals on computerized battlefields. 
Now get ready to go against the ultimate 
foe: a cagey, stubborn, 81b. lake bass. 
You don't need to be a fisherman to 
enjoy the challenge and excitement of pro 
sport bass fishing with Sierra's great new 
simulation, Trophy Bass? 



LAKE SELECTION 



Anglers will love the detail, but gamers 
will be hooked by its strategic depth and 
limitless possibilities. You'll even learn a few 
tricks to take to the lake. 

So get hooked on Trophy Bass today. 
See your local software retailer or to order 
direct, 24 hours a day, seven days a week, 
call 1-800-757-7707. Visit us at: http:// 
www.sierra.com, AOL, or CompuServe. 





SIERRA 



1995 Sierra On-Llne, Inc. ® and/or ™ designate trademarks of, or licensed to, Sierra On-line, Irk. All rights reserved. Offer #TBFM 10 
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GEORGE JOKES • SPORTS 



NBA Kicks 

in 1996 



Electronic Arts Makes The Best Hoops Game, 
NBA Live 95, Even Better 



T 



he sight of 
a grown 
man crying 
ain't pretty. 
Or even a 



high-resolution mode are two examples. 
But the action was so refreshingly enjoy- 
able that it was easy to overlook these 
flaws. Being able to Play r rhe Game is 
what its all about, and here, finally; was a 



grown-up 
little boy. 
But I con- 
fess to tears 
of joy 

when EA Sports' conversion of NBA Live 
'95 to the PC platform hit my hands last 
spring. For too many years, basketball 
games on the PC had been a vast waste- 
land. NBA Live '95 was the virtual 
promised land. Great graphics and a 
gameplay model that felt more like bas- 
ketball than any game I've ever played 
made this title a runaway smash. 

Like the initial release (and subsequent 
sequels) of its hockey counterpart, NHL 
HOOKEY, NBA Live had its fair share of 
problems— faulty Al and fairly useless 

I in the non-interactive demo of 
(Front Page Sports Baseball '96, 
la photograph of one of the stadi- 
lums includes a billboard with an 
[advertisement for "Front Page 
| Sports Basketball '97." Sierra 
(neither confirmed nor denied this 
| project, but we were able to 
|squeeze them into saying "if we 
I do another FPS title, it would 
I be basketball." 

Ifvlindscape's NCAA Football title 
|has been bumped into the late 
1 1996 time-frame. The develop- 
ment team "really wants to get it 
Iright," so they're going back to 





ABOVE THE RIM NBA Live '96 improves upon the high-flyin', in-your- 
face action of its predecessor. 



the drawing board to ensure this 
promising college football title, 
which will include most major 
NCAA football programs, meets 
its potential. 

On the subject of football, John 
Madden Football for the PC, by 
EA Sports, has also been moved 
back, to the April time-frame. 
Electronic Arts is also close to 
releasing a course disk for PGA 
Tour '96. The New course disk 
takes you to the Links at Spanish 
Bay. Check for it in the early 
spring. 



basketball 
game we 
could ploy. 

It should 
come as no 
surprise that 
even as NBA 
Uw hit the 
bestseller 
charts {phe- 
nomenal for a 
sports game), 
Electronic 
Arts was 
already draw- 
ing up a 
sequel. For 
fans of EA Sports games, this comes as 
even less of a surprise (how many years 
has John Madden been in evolution 
now — four, five?). But this sequel is a far 
cry from your standard "update the play- 
ers' stats, and tweak the code" update. 
NBA Live '96, as those Manwich com- 
mercials used to say, is something meatier. 

YOU SAY YOU WANT A 
REVOLUTION? 

NBA LIVE '96 boasts the same revolu- 
tionary graphics engine used in the latest 
release of NHL HOCKEY. This means a 
three-dimensional court, with multiple 
views from five different camera angles. 
You can even play from an on-the-court 



tfi NBA 

Live '96 
boasts the 
same revolu- 
tionary 
graphics 
engine used 
in the latest 
release of 
NHL 

Hockey m m 
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FLOOR GENERAL You can get as up close and personal to the action as you want, 
although the players' fine resolution suffers a bit as a result. 



perspective (not easily, though). You 
switch perspectives on the fly by hitting 
keys 1 through 5 atop your keyboard To 
switch between Sky Cam I, II and III you 



hit "2" multiple times. Some perspectives, 
much like in HOCKEY, are better suited for 
gamcplay— I still haven't figured out 
which I'm most comfortable with — while 



others are more appropriate for reliving 
those high-flying, "best-of" moments. 

Besides looking good, one other bonus 
of the new camera angles is that, for the 
NBA LJVE veteran, it takes a little longer 
to master the action, increasing the lifes- 
pan of the game. 

Other graphical elements besides the 
oil-court perspective have changed as 
well. Three different resolution modes 
(520 x 200, 640 x 320, 640 x 480) are 
included, although you'll need a Pentium 
for the highest resolution, which is gor- 
geous. As of the prerelease version we 
played, however, the players were surpris- 
ingly block}' in the more close-up views — 
much more so than their HOCKEY coun- 
terparts. But their animations are amazing 
(not that they weren't amazing before). 
Tip-ins, spin dribbles and several other 
new moves will blow gamers away. 

BASELINE DRIVE 

NBA LlVEs action, of course, remains 
top notch. KA Sports listened hard to fans 



Plant Trees for America 



Trees provide food, shelter, and 
nesting sites for songbirds. 
Trees increase properly 
values, and make our 
homes and neighborhoods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. 
They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 

America needs more trees 

The United States has lost a third of its 
forest cover in the last 200 years. 

Our towns should have twice as many 
street trees as they have today. 

We need more trees around our homes 
and throughout our communities. We 




need more trees to protect our farm fields 
and our rivers and streams. To provide 
wood for our homes and a thousand 
products we use every day. 

10 Free Trees 

Ten Colorado blue spruces, or other 
conifers selected to grow in your area 
will be given to each person who joins 



the Arbor Day Foundation. 

Your trees will be shipped 
postpaid at the right time for 
planting in your area, February 
through May in the spring or 
October through mid December 
in the fall. The six to twelve inch 
trees are guaranteed to grow, or 
they will be replaced free. 

To become a member 
and to receive your free 
trees, send a $10 member- 
ship contribu- 
tion to Ten Blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 



The National 
* Arbor Day Foundation 
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of the '95 version and have made this ver- 
sion even more intuitive, easy to use and 
fun. 

The gamcplay is basically the same — 
you control the man with the bail. One 
button passes, one button shoots, and the 
turbo button makes you go real fast. New 
features include Quick Plays, which allow 
you to call offensive and defensive plays 
on the fly, rather than waiting for a dead 
ball. You can even successfully call for 
intentional fouls now. 




NBA. COM (http://www.nba.com) is a 
marvelous site put together by the 
National Basketball Association. It con- 
tains profiles for every team in the 
league, AVI files of your favorite players 
in action, and full season and career 



The Artificial Intelligence, one of NBA 
LIVE '95s weakest spots, has also been 
improved significantly. End-of-game 
breakdowns, like dribbling the ball for a 
full 20 seconds before shooting when 
down or taking lay-ups when down three, 
have been eliminated for the most part. 
And EA Sports is promising a much more 
challenging game of computer hoops. 
The game did seem harder than before, 
but its too early to tell whether that's 
because of the new graphical engine or 
an improved AI. 

Gravis Grip support has been built in. 

statistics on most players in the 
league. 

Rotisserie league fans should check 
out the SmallWorld site 
(http://www.smallworld.com/), a fanta- 
sy leaguer's dream come true. This 
site has fantasy sports leagues for 
most major league sports as well as 
hockey. 



This means that up (o four players can 
play simultaneously, each with your own 
p)>stick, with the Gravis Grip module. 

Other enhancements include a new 
free throw model (the crowd comes into 
play), shot summary diagrams, power 
dunks, the ability to create custom players 
and animated play diagrams, and the 
Vancouver and Toronto expansion teams. 

BACK TO BACK 

With NBA LIVE being the only game in 
town, it would have been entirely too easy 
for the folks at EA Sports to rest on their 
laurels, make a few minor tweaks to the 
game engine and call it a day. T Tiis aggres- 
sive pursuit of excellence is commend- 
able, and illustrates why, when it conies to 
computer (and \ideo) sports games, 
they're the last word. 

I played an 82-game season in NBA 
LIVE '95 faster than humanly possible last 
season. Looks like I'll be playing through 
even faster this year. % 





you wake up from a d r e am— a 
very bad dream-to find 
yourself in a trailer where 
nothing seems to work quite 
right, one thing you know 
for sure, a collection 
agency has hired a thug to 
exact payment from you, and your rich uncle 
prospero has mysteriously invited you up to his 
massive estate. but can you reach him and get 
the money you need in time? 

Travel through nine stunning environments and 
interact with interesting-okay obnoxious- 
characters on your way to winning your 
inheritance in chaos-the interactive fantasy 
adventure game based on chaos theory. 

...THINK YOU'RE UP TO THE CHALLENGE? 



I HarperCollins | Interactive 



http://www.chaoscdrom.com 

Available for Windows® and Macintosh® at a retailer near you or by calling 1-800-424-6234 



Circle Reader Service #98 



SHIP BASKETBALL ON PC CD-ROM 



TO THE DANCE? 



it 




EVEN THE BENCH GETS INTO THE ACTION. .,. , OPTIONS MAKE THE GAME MORE REALISTIC. 

Coaches pace the sidelines when the score's tight, You can choose between exhibitions, regular sea- 

and keep you pumped up when you're on a run. By ■ '/- son games, or tournament play— from 2-min. to 20- 

analyzing stats, developing game strategies, and v;^ min. halves. And control tempo, pick the rules, and 

recruiting prospects, you get into the action, too. >v>p decide who's a walk-on and who's an All-American. 




vana of college 



BETTER PERFECT YOUR 
MOVES, CAUSE THERE ARE 
63 NCAA CHALLENGERS 
WHO WANNA GO, TOO. 

It's a college dream come true. 

Ifs about adrenaline. Bragging 
rights. And wall-to-wall basketball. 

Welcome to the nirvana of college 
hoops. The Big Dance. 
The NCAA Basketball 
Tournament 

Ifs 64 of the top 
Division I teams in the country. Playing 
in their own colors. In their own arenas. 
With all the excitement of the college 
crowds and rivalries built-in. 

And artificial intelligence so 
advanced, your players' skills actually 
improve as they go from true freshmen 
to savvy seniors. 

Consider this your official invitation. 
An "at-large" bid to the celebration they 
call March Madness". 

Lace up your high-tops, Cinderella. 
'Cause you're going to the dance. 
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DOWNLOAD A FREE DEMO OFF OUR 
WEB SITE AT HTTP:// WWW.IM.GTE.COM 

© 1995 GTE Vantage Incorporated. All Rights Reserved. The GTE logo is a registered trade- 
mark of GTE Corporation. The NCAA and the NCAA logo are registered trademarks of the 
National Collegiate Athletic Association and used under license by GIE Interactive Media. 

SEE YOUR LOCAL RETAILER OR ORDER DIRECT RV CALLING 

800 GTE TODAY 
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Winner And Still 
Champion 

FrontPage Sports Football Pro '96 Continues Its Dominance, 
But Age Is Taking Its Toll 




Price: $59.95 
System Requirements: 

486 66MHz (Pentium 
recommended), 8 MB 
RAM (16 MB recom- 
mended), SVGA graph- 
ics, 10 MB hard drive 
space; 2x CD-ROM 
drive; supports Sound 
Blaster and compati- 
bles. 

# of Players: 1-2 
Designer: Dynamix 
Publisher: Sierra 
Bellevue, Washington 
(800) 757-7707 
http://www.sierra.com 
Reader Service #: 339 



Dennis McCauley 

Back in the days when the 
New York Yankees' domi- 
nance of the diamond was 
absolute, a sports pundit 
wrote that rooting for this 
team was like cheering for 
U.S. Steel. That's because, 
much like a corporate 
giant, the methodical men 
in blue pin stripes steam- 
rolled the opposition year after year. That, 
of course, was long ago. A similar situation 
exists today in the realm of pro football, 
and I'm not talking about the San 
Francisco 49ers (certainly not anymore) 
or the Dallas Cowboys, but Front Page 
Sports Football Pro '96, a title that has 
run circles around its competition every 
fall since its release in 1992. 

This year, unfortunately, nothing's 
changed. No other gridiron offering has 
risen to FOOTBALL Pro's challenge, and 
the 1996 version still leads the pack. 1 say 
unfortunately because competition is a 
good thing— there's no bigger incentive 
than one or two competitors nipping at 
your heels. 
Might the cur- 
rent lack of com- 
petition be 
responsible for 
the cracks start- 
ing to form in 
FrontPage 
Football's 
shiny helmet? 

Let's be clear 
about one thing. 
FPSFP96 is still 
the best pigskin 
sim on the mar- 



ket. And the quality 
of this year's version 
will come as no sur- 
prise to gamers who 
enjoyed last year's 
version, which 
earned five stars on 
these very pages 
and has been Sports 
Game of the Year 
for 3 years running. 
But here's a tough 
question: if you've 
already got the '95 
edition, do you really need '96? 
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SACK ATTACK! High-resolution graphics mean you can really 
feel the hits in Front Page Sports Football Pro '96. 



WHAT'S OLD IS NEW 

Like its older siblings, Football Pro 
'96 offers gameplay options such as exhi- 
bition games and single season or career 
league play. Players can choose to act as 
coach, general manager, or both. Or you 
can grab the joystick and hit the field— 
and your opponents— yourself. 

On a disappointing note, modem play 
once again didn't make the cut. That's too 




KICKING IT FPSFP's kicking games are a little skewed; there are way 
too many missed field goals and punt return touchdowns, and no kickoff 
return touchdowns. 



bad; most of FPSFPs changes are evolu- 
tionary, rather than revolutionary, and a 
well-done modem option would have rat- 
tled more than a few cages on the sports 
gaming scene. If you want online football 
action, it'll have to be UNNECESSARY 
Roughness '96 or the Imagination 
Networks version of Front Page Sports 
Football Pro. 

If you played FPSFP '95, you've seen 
the bulk of what '96 lias to offer. The 
interface, league management tools, play 
editor, coaching profiles and game- 
play remain largely unchanged. While 
Sierra touts improved artificial intelli- 
gence routines for quarterbacks and 
offensive linemen, veteran players will 
mostly notice improvement in the 
graphics, and uh, well, the graphics. 
For a more realistic look, the Front 
Page Sports team utilized motion 
capture technology to digitize the 
movement of real players. The result? 
Football Pro '96 is the best-looking 
football game yet to emerge from the 
tunnel. 

Of course, footballs take crazy 
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REVIEW • FRONT PAGE SPORTS FOOTBALL PRO '96 



bounces, and so, apparently, do 
football game animations. Ball 
carriers on occasion appear down 
by contact inside the five-yard 
line, but somehow still manage to 
score a touchdown. And occa- 
sionally a fumble recovery by a 
team will be completely disre- 
garded. I thought the replacement 
officials were in the NBA... 

In general, though, the on- 
screen action in FOOTBALL is 
quite consistent with play results, 
and has the fast-paced look of real 
NFL action. 




Taking the Swami cap off of 
Chris Berman's (of ESPN 
fame) head and putting it on 
the dome of Front Page 
Sports Football Pro '96 proves one 
thing: neither is any good at predicting 
what will happen over the course of a 
real NFL season. One mark of a good 
simulation is how authentically it 
replays seasons. Here FPSFP '96 did a 
reasonably fair job. Two huge surprises 
were the Carolina Panthers (!) making 
the playoffs, and Tampa Bays' surpris- 
ing playoff run— they made it in with an 
8-8 wildcard record and managed to 
upset the Dallas Cowboys in the second 
round of the playoff. San Francisco 
cruised into the Super Bowl by blowing 
out Tampa Bay, and Miami did the 
same by crushing the Kansas City 
Chiefs. 49er fans might get some con- 
dolence in the Front Page Sports Super 
Bowl. Miami couldn't hold onto a 6-0 
halftime lead (blame a crucial third 
down pass interference call in the 
fourth quarter) and lost to the 49er's, 
7-6. 

The Green Bay Packers? Didn't even 
make the playoffs. Guess Brett Favre 
can't light up the league every year 



STRONGER THAN A 300-POUND 
LINEMAN 

For some however, the FOOTBALL PRO 
season may get off to a rocky start. Some 
users have reported sound problems, like 
missing crowd noises and sound effects. 
Others have been plagued by mouse diffi- 
culties. And after completing my first sim- 
ulated Super Bowl, the program asked if 1 
wanted to see the championship anima- 
tion. I said yes, but the 
game said no, crashing 
back to DOS and tak- 
ing Super Bowl results 
and statistics with it. To 
their credit, Sierra has 
quickly released a patch 
that addresses a num- 
ber- of issues. Still, this is 
a disappointing opening 
drive for a game system 
that has set the standard 
for football sims in 
recent years. 



ZOOM LENS The CAMS system allows unlimited camera 
angles on the action, but also reveals some flaws in the 
high-res visuals. 

more realistic results, but can take ten 
minutes or more per game, making a sea- 
sonal replay a project for a long weekend 
(on a Pentium-66, an hour per week was 
the norm). 

The games trade Al seems much 
improved over last year. No longer will 
computer opponents swap their starting 
halfback for your backup punter. Trades 
are still on a one-for-one basis, so if you 
were planning on swinging that block- 
buster multiplayer deal, you're out of luck. 



COMMISSIONER, 
COMMISSIONER 

Happily, FPSFFs 
league play still works 
just fine. Games can be 
played or simulated, 
with simmed games 
available in two flavors. 
Fast sims zip by in a 
heartbeat, but their 
speed is purchased at a 
price of statistical accu- 
racy. Slower sims yield 



CAREER PLANS 

Football Pro vets know that career 
leagues form the heart of the game's sys- 
tem, and this aspect remains a winner. 
Pick your franchise and put your draft 
strategy to work, carefully building a 
dynasty (you hope). Send your players to 
camp, allocating training time to develop 
the skills that you think are the keys to vic- 
tory. Make trades, sign free agents, and 
put no-talent stiffs on the waiver wire. 
Then play your season schedule, and get 
ready to do it all over again, replacing 
retired players and combing through the 
rookies and retreads available in the col- 
lege and supplemental drafts. Last years 
problems with the draft pool appear to 
have been rectified, with a sufficient num- 
ber of players available to flesh out rosters 
and make up for player attrition. 

CAMS (Camera Angle Management 
System) still allows you to enjoy FPSFP 
'96s marvelous graphics and animations. 
The ultimate in viewing systems, CAMS 
allows coaches near-infinite flexibility in 
watching games. You can zoom, pan and 
tilt to your hearts content, saving effective 



new viewing angles you've created. 

Coaches can save and swap high- 
light films, and the game also pro- 
vides a screen capture utility which 
saves the images in BMP format. 

END ZONE PUSH 

What does Sierra need to do if 
they want to stay ahead of the pack 
with future versions? That's open to 
debate, but the aforementioned 
modem play is a must, along with 
perhaps a salary cap feature that 
would impact team management 
much as it does in the real NFL. 

After years of roughing up the competi- 
tion, Football Pro '96 certainly can't be 
considered a diamond in the rough. 
Although it's a tried and true game system 
that has once again been dressed up in 
fancy new clothes, an assortment of bugs 
makes this years version more like a 
flawed ten-carat diamond. While some 
might take Sierra to task for standing pat 
with the games basics, its hard to argue 
with a track record as convincing as this 
series'. 

The bottom line is this: If you're con- 
sidering Front Pace Sports Football 
Pro '96, don't expect too many differ- 
ences from last year, aside from the excep- 
tional graphics. Owners of the 95 edition 
will have to decide whether the improved 
look is worth the investment. First time 
buyers or owners of older editions, how- 
ever, should look no further than 
Football Pro '96. Warts and all, its still 
the best of the bunch, by far. % 



►APPEAL: For rookies to football 
sims, FPSFP '96 is a no brainer; vet- 
erans might want to think twice— is 
the new, admittedly gorgeous, facelift 
worth the r 



►PROS: Brilliant graphics, incredible 
player animations, game and league 
management systems that are tried 
and true, 

►CONS: Assorted installation diffi- 
culties, mouse 
control bugs, tem- 
peramental game ^ 
sounds, not much Iw/'^^ 
other than cos- ^Km&*, rK 
metics to distin- ^HB3H ^ 



guish it 
year's it 
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Back In The 




Price: $69.95 
System Requirements: 

486DX-66, 8 MB RAM, 
2x CD-ROM, local bus 
video card and 16 MB 
RAM recommended, 
SVGA graphics, joy- 
stick; supports Sound 
Blaster compatible 
sound cards 
Players: 1 or 2 
(modem play not sup- 
ported) 

Protection: None (CD 
must be in drive) 
Designer: Gene Smith 
Publisher: Accolade 
San Jose, CA 
(800) 245-7744 
Reader Service: #340 
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Unnecessary Roughness '96 Rebounds From A Rough 1995 Season, 
But Still Has Room For Improvement 



by Jim Gindin 

Iast season, "Unnecessary 
Roughness," or maybe even 
"Brutality" would have been an 
appropriate headline for this 
review. Back then, as some of 
you might (painfully) remember, 
Accolade unleashed a pretty; but 
extremely buggy action-oriented 
football game just in time for the 
1994 Christmas shop-a-thon. 
1996, Accolade promised, would be a 
comeback season for this pigskin title. 
And right they are. 

Oh sure, UR '96 still has a lot of 
flaws and lacks some polish. There 
are misspelled words (Unnecessary 
Roughness is even spelled wrong 
on one penalty screen) and the 
instant replay interface is as easy to 
understand as the control panel of a 
DC- 10. The entire passing game is 
now chiefly an exercise in futility, 
and there are frequent mistakes in 
how statistics are calculated and 
credited. 

But somehow, despite a host of 
problems, UR '96 entertains, 
chiefly because of its excellent 
implementation of the NFL ground 
attack. I've had great fun putting 
together a playbook of my favorite 
traps, sweeps and pitches. If I'm 
lucky enough to stay away from 
injuries and the defense isn't par- 
ticularly strong, I can gain up to 
500 rushing yards on about 80 or 
90 carries per contest. Okay, so it's 
not exactly realistic. But it feels 
realistic, and more importantly, it's 
fun. 
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GROUND TO A 
PULP 

Maybe the 
reason I 
enjoyed run- 
ning the ball is 
because it is 
possibly the 
only intuitive 
portion of the 
game. Or 
maybe 

because it's so 
darn easy. 
Racking up 

obscene rushing numbers is possi- 
ble, in part, because the defensive 
AI is not trained to recognize play- 
calling. Even if you've run a sweep 
on first down 25 consecutive times, 
the computer isn't any more likely 
to call a 5-2 stack defense. It sticks 
to the selected playbook's previ- 
ously allocated percentages 
assigned to each play based on 
down, quarter, yardage and score, 
and is completely unable to make 
such intuitive adjustments. Even if 
the correct defense is selected, UR 
'96 still doesn't stand a much 
greater chance of stopping the play, 
unfortunately, as long as you're 
controlling the ball carrier. 

Computer-controlled teams, on 
the other hand, can't use the run 
offense as effectively; the ball car- 
rier never deviates from the 
assigned play path. Even if that 
means running smack into the safe- 
ty blitz. 



INTENTIONAL GROUNDING Unnecessary Roughness '96 excels on 
the ground level; running the ball is intuitive and easy. 



1ST DEGREE OFFENSE 

The computer teams don't just 
roll over and lose, however. Their 
running game, as inflexible as it is, 
is not exactly shabby, and the com- 
puter quarterbacks can pass, pass, 
pass. In some games, these little 
digital signal-callers are inhuman. 
Just when you think you're about 
to pound one of them into the turf, 
they float a perfect 15-yard com- 
pletion to the tight end, and there's 
not much you can do about it. In 
general, they're that good. 

In the last incarnation of 
Unnecessary Roughness, a safety 
blitz proved devastating. It would 
completely shut down the run, gar- 
ner frequent sacks, and if the quar- 
terback did manage to get rid of the 
ball, you could always switch con- 
trol to a defensive back and flatten 
the receiver, an action that only 
occasionally resulted in a pass 
interference call. 
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fRlfWs — * Believe It or Not! 

A two thousand vear old mvsterv 
riddled with danger. 
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THE RIDDLE QE 

n you unravel it... or will it unravel you? 




Arc you part detective, part thrill-seeking adventurer? You'd 
better be! Join Robert Ripley, famed explorer and collector of the 
bizarre, to solve one of the most intriguing true-life mysteries of 
the ancient world. 

Thrust into the year 1936, you uncover a secret plot to rule the 
world using an age-old talisman of mystic power. Now. it's up to 
you to stop the sinister plan of an evil nemesis. But time is running 
? out! Race to exotic locations, gathering clues 
ft t0 unlock a 2.000 year old riddle. Defy dia- 



bolical death traps and solve mystifying puzzles! Can you survive 
up to 60 hours of incredible globe hopping adventure packed with 
intrigue and danger? 

Explore more than 200 breathtaking and historically detailed 
environments. Interact with over 40 live video characters. Super 
VGA graphics, a richly textured soundtrack, and breakthrough 
technology deliver captivating realism like never before... Believe It 
or Not!" Don't miss out on the adventure of a lifetime! Take the 
challenge of this revolutionary gaming experience home! 



Available for PC CD-ROM. 
Coming soon for Macintosh. 

Visit us on-line @ 
http://www.sanctuary.com and 
find out how you can get a demo 
of The Riddle of Master Lu 



"...one of those seemingly rare adventure games that manages 
to merge both graphics and story..." — Strategy Plus 

"Exotic locales, cliff-hanging situations, fast-paced story- 
telling, fascinating characters, diabolical puzzles. The Riddle 
of Master Lu seems to have it all. " — PC Gamer 



SANCTUARY 
WOODS 
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"More realistic 

head-to-bead 
combat than 
FdLGGCL 3.0." 



Avenger, L.A., CA 

Nx.netcom.com 




FlightMaster™ Profile: 

• Nationally ranked flight- 
sim veteran 

•More than 2,000 
flight hours logged 

• Placed 2nd in Intercept's 
National Head-to-Head 
Falcon Tourney 
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TWO IF BY AIR... Beautiful high-resolu- 
tion graphics and multiple camera 
angles don't make passing the ball any 
easier in UR '96. 



UR l 96 addresses this by 
decreasing your ability to switch 
quickly to a pass defender. 
Blocking schemes require less 
accuracy as well; your blitzer gets 
held up at the line more often, 
sometimes bouncing a few pixels 
right or left so the block holds, 
even though it looks absurd. The 
quarterback knows how to let the 
pass go just before the sack, too. 
In this case, less control makes the 
game more competitive. But the 
increased advantage given to 
offense makes playing defense a 
little less fun — and the scores a lit- 
tle higher than normal. 

If the computer team simply 
passed on every down, it would be 
hard to beat. It will, however, stick 
to the percentages in the playbook, 
and call some runs — even on third 
down in crucial situations. Then 
your blitzing safety wreaks havoc, 
because in UR '96 the secondary 
rules the roost. Defensive linemen 
tackle about as well as medicine 
balls — all they do is bounce off 
ball carriers. The linebackers are a 
little better, with the top ones as 
good as anyone. But the safeties 
and cornerbacks dominate. Not 
even O.J.'s lawyers could get you 
out of their grasp. 

Both you and the computer can 
take advantage of the "Oomph" 
button, a nifty new feature. 
Depending on how you set it, 
pressing this button causes the ball 
carrier to dive, spin or hurdle. This 
is a nice addition that creates some 
memorable replays. 




•Play to win 
•Subscribe 

to save. 

Here's the move 
that'll blow'em a 

Call 

1-800-327-4450 

And grab the rock-bottom rate other gamers would virtually die for! 



VISUALS 

Graphically, UR '96 gets mixed 
reviews. It provides a smooth, 
quality picture with generous and 
realistic looking players, with 
clearly visible uniform numbers. 
Unlike its predecessor, you can see 
tackles and certain types of move- 
ment. However, the frame rate is 
still pretty low. When a pass reach- 
es a receiver, the ball simply disap- 
pears into the crowd. If the ball 



Just as we did with Front Page 
Sports Football Pro '96 (see 
previous review), we decided to 
test UR '96's psychic pigskin abili- 
ties by running a simulated season 
on autoplay. An hour later (com- 
pared to FPSFP's weekend), we had 
the results. 

No surprises initially — Dallas 
dominated the league with a 15-1 
record, San Francisco, meanwhile 
stumbled to a 12-4 finish. Detroit, on 
the other hand, finished a strong 13- 
3. Dark horse surprises were the 
Buccaneers at 11-5 and making the 
playoffs, and the Arizona Cardinals 
at 1 1 -5. Green Bay, once again, did- 
n't even make the playoffs. 

In the AFC, Kansas City strong- 
armed the league with a 13-3 record, 
while New England and Indianapolis 
posted 11-5 records. Steeler fans will 
be sorry to know that in the offen- 
sively-minded UR '96 league, their 
Pittsburgh team didn't even qualify 
for the post season. 

Once the playoffs started, howev- 
er, conventional wisdom went out 
the door. Detroit coasted into the 
Super Bowl by beating San 
Francisco (48-15) and Dallas (31- 
20). On the AFC side of the play- 
offs, it was all New England — they 
blew out Denver and squeaked by 
the heavily-favored Chiefs (13-12). 

The Super Bowl was a shoot-out. 
Both teams traded knockout punches 
for four quarters, but in the end 
Drew Bledsoe's (38-62, 402 yards, 4 
TDs) 42 yard bomb to Vincent 
Brisby with three minutes left in the 
game set New England on the path 
to their 39-32 victory. Barry Sanders 
was held to only 89 yards rushing on 
24 carries, and Scott Mitchell's 320 
yards passing were overshadowed 
by three costly interceptions. 
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FlightMaster™ Profile: 

• 11 years of flight-sim 
experience 

• More than 3,500 total 
flight hours logged on 
25+ different sims 

• Designer of cockpit 
simulators 
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tt-'s ills!: Like 

being there." 

— Diehard, Harrisburg, PA 





FlightMaster™ Profile: 

•11 years real flight 

experience 
• Desert Storm 
combat duty 
•National director of 
Falcon 3.0 head-to-head 
network tournament 
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Plant Trees for America 




Trees provide food, shelter, and nest- 
ing sites for songbirds. 
Trees increase property values, and 
make our homes and neighborhoods 
more livable. 

Trees help conserve energy. They 
cool our homes and entire cities in the 
summer, and slow cold winter winds. 
Shade trees and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. They 
provide life-giving oxygen while they 
remove particulates from the air and 
reduce atmospheric carbon dioxide. 

America needs more trees 

The United States has lost a third of 
its forest cover in the last 200 years. 
Our towns should have twice as 



many street trees as they have today. 

We need more trees around our 
homes and throughout our communi- 
ties. We need more trees to protect our 
farm fields and our rivers and streams. 
To provide wood for our homes and a 
thousand products we use every day. 

10 Free Trees 

Ten Colorado blue spruces, or other 
conifers selected to grow in your area 
will be given to each person who joins 
the Arbor Day Foundation. 

Your trees will be shipped postpaid 
at the right time for planting in your 
area, February through May in the 
spring or October through mid 
December in the fall. The six to twelve 
inch trees are guaranteed to grow, or 
they will be replaced free. 

To become a member and to 
receive your free trees, send a $10 
membership contribution to Ten 
Blue Spruces, National Arbor Day 
Foundation, 100 Arbor Avenue, 
Nebraska City, NE 68410. 

Join today, and plant your Trees 
for America! 

The National 
t Arbor Day Foundation 
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PLAYING BOOKIE UR '96 boasts a 
friendly, easy-to-use playbook that's 
completely customizable. 



bounces around like a teenager at a 
Courtney Love concert, you know 
it is incomplete. If the game paus- 
es and the word "Interception" 
appears on top of one of the 
defenders, well. ..If neither hap- 
pens, congratulations! — you've 
completed a pass. 

Not that you'll be experiencing 
this thrill all too often. Passing at 
the game's toughest levels is about 
as entertaining as the usual Super 
Bowl blowout. When you pop into 
passing mode, the three primary 
receivers are depicted in little win- 
dows at the top of the screen. 
Forget about determining whether 
the players are open. — the resolu- 
tion doesn't allow for that — just 
pass the ball and hope for the best. 
Making things even harder, on the 
toughest level, you even have to 
move the receiver to meet the pass. 
I tried this a hundred times before 
I completed one, and I was so 
thrilled with my accomplishment I 
didn't even mind throwing another 
50 straight incompletions. 

NOT SO BAD AT NUMBERS 

UR '96's statistical model is 
much improved over last year's 
version, which featured 4,000-yard 
rushers and way too much passing 
yardage. Rushing attempts are held 
down by a fatigue system that 
heavily penalizes those who dare 
send Barry Sanders on 15 consecu- 
tive sweeps. You can still rack up 
the running yardage, of course, but 
you have to spread the ball around 
a bit more. Computer quarterbacks 
are another story, however and can 



still abuse the system if given the 
chance. They're hard to tackle, and 
thus never injured or much 
fatigued. 

It's also literally impossible to 
return a kick or punt for a touch- 
down, or even gain more than 20 
yards a return. And the kicking 
game is a bit funny. With Green 
Bay's Chris Jacke, for example, I 
never missed 59-yard field goal 
attempts as long as I gauged the 
cross wind correctly. But I never 
hit a 61-yarder. 

UR '96 also provides some lim- 
ited league function. You need to 
play using 30-team leagues and a 
17-week schedule, but you can 
sign free agents when players are 
injured, edit players, and create 
teams from scratch. There's even a 
salary cap that, like its real-life 
counterpart, affects nothing. Front 
Page Sports fans will be disap- 
pointed at the lack of career 
leagues. 

The play editing and creation 
module is flexible, fairly powerful 
and enjoyable. 

FROM OUT-HOUSE TO CONTENDER 

In all, this is a nice-looking 
game that provides an entertaining 
simulation of the NFL's rushing 
game, and not a whole lot more. 
It's a decent, albeit weak competi- 
tor of the Front Page Sports 
series. If Accolade can find a way 
to increase the frame rate and make 
passing fun, or even doable, again, 
Unnecessary Roughness '96 
could be the base for a great series 
of action-oriented football games.% 



►TARGET AUDIENCE: For foot- 
ball fans who want to play the game, 
UR '96 is your only choice. Sim fans 
will want to check elsewhere. 

►PROS: Nice-looking SVGA graphics 
and a fantastic 
running game. 

►CONS: Difficult 
passing, graphical 
idiosyncrasies and 
some out-of-time 
Al. 





Please write to: Computer Gaming World, 
P.O. Box 57167, Boulder, CO 80322-7167. 

Include your mailing label from a recent 
issue or call 1 -800-827-4450 for faster 
service. Please allow up to 60 days for 
change of address to take place, 
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• Air force vet with 15 years 
of real flight experience 

• Combat flight-sim 
credentials of 13 years 
and more than 1,000 hours 

• Degree in aerospace 
engineering 
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REVIEW • WAYNE CRETZKY AND THE NHLPA ALL-STARS 




The Grating One 

Time Warner's Fast-Paced Version Of Wayne Gretzky Hockey Offers 
More Chills Than Thrills 




Price: $49.99 
System Requirements: 

486 DX-50 IBM PC 
compatible, 4 MB RAM 
(8 recommended), 10 
MB hard disk space, 
SVGA card, 2x CD- 
ROM drive; supports 
Sound Blaster compati- 
ble sound cards. 
#of Players: 1-2 
Protection: None 
Designer: Peter 
Adams, Mitzi McGiivray 
Publisher: Time 
Warner Interactive 
Hollywood, CA 
(800) 482-3766 
Reader Service #: 341 



by Gordon Goble 

mm t's 1996, and the Great One has 
seen fit to re-enter the world of 
j'cH computerized hockey (after three 
! v I classic Bethesda titles) through 
H Time Warner s offering, Wayne 
1 1 Gretzky And The NHLPA All- 
I Stars. Why here, and why now? 
i % I Well, to be honest, I'm not really 

■ sure. Besides being an almost 
! .':_H embarrassing homage to His 
Greatness, Greizkv HOCKEY is nowhere 
near a great game. In fact, it's downright 
mediocre. 

FACE-OFF 

Although the game's introduction has 
all the flair of Grandma tickling the ivories 
of the local church Wuriitzer, GRETZKY— 
thankfully— does get better before it gets 
worse. A number of options are at your 
disposal, from mode of play (regular sea- 
son, playoffs, tournament, and practice) to 
a roster section where trades can be made 
and teams constructed from scratch. 
Standard gameplay preferences such as 
fighting, face-offs, ability levels, period 
length (2 to 20 minutes), penalties, and 
simulation vs. arcade gameplay are all 
included. 

Practice mode is a particularly nice 
touch. Here, face-offs (which are better 
depicted here than in any other hockey 
game), passing and shootout strategies 
may be rehearsed ad infinitum. 

Unfortunately, GrE'IZKV is up against a 
bit of a stumbling block in that it is 
licensed by the NHL Players Association 
but not the NHL. Therefore, players like 
Bondra and Juneau are on a team from 
Washington, but that team is not the 
Capitals. Considering the other products 
out there that have dual licensing (like 
NHL Hockey 96), this hockey sim suffers 
even more in comparison. 
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DECISIONS, 
DECISIONS 

Once you hit the 
ice, you'll soon find 
that "Simulation" vs. 
"Arcade > ' merely 
determines whether 
the officials blow the 
whistle on infrac- 
tions. Gameplay 
itself doesn't 
change, contrary to 
the box claim that 
the "simulation 
mode is serious 
hockey." The "Style of Play" option, a 
choice between aggressive, defensive and 
rough, is a nice idea but it doesn't make 
much difference. 

On the ice, a panning rinkside perspec- 
tive immediately shows you GRETIZKVs 
out-of-sync scale modeling. Put it this 
way: if an Eric Lindros doubled in size 
overnight and suddenly populated every 
team, the scale would be about right. 

But the real problem here is the severe- 
ly out-of-whack game speed. Everything 
happens way too fast. During one particu- 
larly confusing ten-second outburst, I shot 
the puck from one end of the rink to the 
other, where four guys bashed into each 
other in the comer; I was able to free the 
puck, pass for a quick shot attempt, get 
the rebound, and attempt another shot. 
Then about six guys creamed each other 
in front of the net and the opposition 
moved down the ice, where they attempt- 
ed a shot of their own. Yowzers. 

It didn't help that the accompanying 
audio came across like an old Nintendo 
Entertainment System game. It also didn't 
help when the announcer referred to Russ 
Courtnall and Al Maclnnis as "Russell" 
and "Allen." Nor did it further the game's 
realism when he continually referred to 




PUCK OFF Gretzky's got the best face-off mechanism in the 
game; unfortunately, the rest of the graphics are severely out of 
proportion. 



"Offside" as "Offsides." 

DO WHAT YOU GOTTA 

But when Kevin Stevens and Sylvain 
Turgeon were assessed fighting penalties 
twice in just over a single minute, 1 knew 
what 1 had to do. 

Shutting off one-half of my brain (it's a 
gift, okay?), 1 became the primal hockey 
man, Stickus Erectus. I crashed and 
bashed and shot and scored, and you 
know what? I had some fun. Then I 
played a bit more, said "Uuurgh, uurgh, 
uurgh," just like that guy on Home 
Improvement. Then I quit, and haven't 
felt mean enough to play again, lb be 
honest, I'm not sure if 1 ever will % 



►appeal: Smash 'em-bash 'em 
hockey fans might like Wayne Gretzky, 
but those looking for a little more 
realism will be sorely frustrated. 

►PROS: Fast-paced action, real 
NHLPA players. 

►CONS: Fast- 
paced action is 
unrealistic lack of 
real NHL teams, 
and severely out- 
of-proportion 
graphics and 
gameplay. 
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REVIEW • POOL CHAMPION 




Pool Party 

Pool Champion Adds A New Wrinkle To PC Pool 



by Scott May 




Price: S59.95 
System Requirements: 

IBM compatible 486 
DX2-66, 8 MB RAM, 
Windows 3.1 or higher, 
SVGA, 2x CD-ROM, 
mouse; supports 
Sound Blaster compati- 
ble sound cards. 
# of Players: 1-2 
Protection: None 
Designer: Bitmasters 
Publisher: Mindscape 
Novato, CA 
(415) 879-9900 
Reader Service: #342 



Some sports simulations are 
so caught up in realism that 
they forget one important 
ingredient: fun. Nothing will 
dampen a "light" game's 
enjoyment value more than 
a difficult learning curve and 
tons of required practice. 
This is what makes 
Mindscape's POOL 
Champion so refreshing— its a tantaliz- 
ing blend of real-world dynamics and 
arcade sensibilities. The end result is a 
game that begs to be played "just one 
more time." 

ITiough many people consider pool a 
mere parlor room diversion, dedicated 
players know it as a hue sport, requiring a 
great deal of skill and strategy. POOL 
Champion caters to both crowds— those 
in the mood for fast, fun recreation, as 
well as those looking for a serious simula- 
tion that may help improve their real-life 



THE HUSTLER 

From Pool Champion's main menu 
you can practice alone or compete 
against a friend or computer opponent. 
You can also embark on the game's under- 
lying adventure theme, which, despite its 
rudimentary nature, is something I've 
never seen in a billiards simulation. Your 
goal is to earn enough money, hustling 
both friends and strangers, to fly to Las 
Vegas to compete in the National Nine 
Ball Tournament. You need $250 for air- 
fare, plus another $120 to enter the tour- 
nament. 

You start with $50 in your pocket and 
the Hustler's gleam in your eye. Your com- 
petitors' skill is determined by your loca- 
tion—your basement, Dave's Chopper 
Bar, Jim-Bobs Bar & Grill, Mart's Billiards 
and ultimately, Las Vegas. The kitty varies 
from $1 to $200, depending on your skill 



level and who you're playing. Each game 
affects your ranking and statistics, auto- 
matically updated during your adventure. 
Statistics include games completed, break 
and shot percentages, games won, 
scratches, and your overall prowess as a 
potential pool shark. 

Depending on your opponent and 
location, available game variations 
include Eight Ball, Nine Ball, Ten Ball, 
Fifteen Ball, 14.1 Continuous and 
Rotation. The 
last two games 
are particularly 
challenging 
and perhaps 
not in the usual 
repertoire of 
most casual 
pool players. 

TTie manu- 
al, though 
tersely written, 
offers detailed 
instructions on 
the object, 
rules, setup 
and penalties 
of each game. 
Except in 

adventure mode, all game variations and 
locations are available during one- or two- 
player competition. 

POOL SHARK 

The mechanics of actual gameplay are 
ingeniously simple. Starting from an over- 
head view of the full table, you must first 
choose the target ball and, in some varia- 
tions, call the pocket. Beginners can turn 
on the optional aiming lines, which show 
the direction of the cue ball and its poten- 
tial impact on, and subsequent path of the 
target ball. Click the right mouse button 
to toggle the ball numbers on and off. 

Once you've set up your shot, the 



screen switches to a 3-D close-up of the 
table, shown from the players point of 
view. An inset gauge — similar to those 
used in most golf simulations — lets you 
detemiine the power and accuracy of 
your shot. You can also change the eleva- 
tion of the cue and the point of contact on 
the cue ball in order to shoot tight from 
die rail or from behind other balls. As your 
skill increases, you can also master 
advanced techniques such as draws 
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HANDS-ON EXPERIENCE After lining up your shot, get a 3-D per- 
spective of the table; the top left display allows precise control of your 
cue's power, elevation and striking position. 



(backspin), follows (topspin), side-spins 
and difficult Masse shots. Unfortunately; 
unlike Interplay's VIRTUAL POOL there's 
no tutorial in the game, so you'll have to 
learn these techniques on your own. 

THE DRAW 

The graphics throughout are well 
drawn and colorful. Ball action is smooth- 
ly animated and extremely realistic, 
enhanced with the appropriate digitized 
sound effects. If you need to set the mood 
to get into the game, you can also turn on 
optional crowd chatter, background music 
and computerized taunts: "If it was against 
the law to be bad, this guy would be under 
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REVIEW • POOL CHAMPION 




► ANGLE OF ATTACK An overhead view of the table, with optional aiming 
lines, lets you plot the best strategy to run the bails and win big bucks. 



a jail," brags one seedy competitor. As 
usual, the best way to shut them up is to 
run the table, take their cash and thumb 
your nose as you head for the door. 

Your stiffly computer-rendered oppo- 
nents feature limited robotic motion and 



personalities ranging from 
dweeb to dmnkard to flirt 
to fast-talker. As in the real 
world, yon never know 
who's hustling whom until 
the initial break, so keep 
one eye on the table and 
the other on your wallet. 

Miscellaneous expenses 
incurred during your pool 
sharking adventures 
include buying opponents 
drinks (presumably to help 
raise the stakes and impair 
their performance), pur- 
chasing your own cue stick 
(to improve your perfor- 
mance) and taking lessons 
from pros (such lessons 
only cost you money and raise your skill 
level; they don't actually teach you any- 
thing). 

EIGHT BALL IN THE CORNER 

POOL O iampion's closest PC com- 



petitor is Interplays ViR'iUAL Pool, a 
technically brilliant title so meticulous in 
its execution, it occasionally miscalculates 
the sports spirit of sheer fun and lively 
competition. Pool CHAMPION, on the 
other hand is more than just a game, but a 
bona fide adventure. % 



►APPEAL: Pool sharks or pool 
hacks looking for simple billiards fun 
with a little depth. 

►PROS: Adheres to real-world table 
action without complicated play 
mechanics. Wide assortment of game 
variations, coupled with an innovative 
adventure theme, results in long-term 
play value. 

►CONS: Superfluous digitized speech 
could have been used to better effect, 
and the "Adventure Game" is not 
much more than a 
glorified tourna- 
ment. No online \ ■ 
tutorial for bare IfiSfil a 
beginners. No m** 
head-to-head BL A V 
modem or network ^^^^i ^ 

m I [fills II* 






Originally developed for 
military air combat simulators, 
the ThunderSeat uses the 
sound output from your 
favorite sound card to 
generate realistic, vibratory 
sensations. You'll not only see 
and hear but FE E Lyour 
simulations literally reach out 
and touch you-- though 
"shake, rattle and roll" more 
accurately describes what 
you'll feel in a ThunderSeat! 
Prices starting at $159.99 



| For a FREE CATALOGUE CALL 
1 • 800 • 8-THUNDER 

17835 Sky Park Circle • Suite C 
Irvine, CA 92714-6106 
' 71 4 • 851 -1 230 FAX: 71 4 • 851 -1 1 85 
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An Old Enemy 

A New Combat Experience 

from the Creators of Ultima Underworld 1 

and System Shock™ 




Coming March 1996 

lEBI 



http://www.lglass.conn 



A Looking Gloss 

Technologies 

Production 



Distributed by Virgin 



•^t^fe F^E <f^iAUi^ 



©1996 Looking Glass Technologies. Inc., Cambridge, MA. 
Terra Nova, Looking Gloss and the distinctive logos are trade- 
marks of Looking Glass Technologies, Inc. Ultima Underworld 
I & II and System Shock are trademarks of Orgin Systems. Inc. 
All rights reserved. 
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tO aCCeSS the most 
computing reSOUTCe in 

the United States. You will 

achieve direct contact with i n ausfry leaders, 

You will be granted trial rights to over 



o 

M- 7,000 pieces of software. 




Do you know the password? 



t r 

you want the power to tap into the ultimate 
computer information online super-source, remember 
this word: ZDNET. Ifs your password and passport to all 
the experts, reviews, articles, buying advice, tech support, 
freeware and shareware you could wish for. It's your key to 
an information resource beyond your wildest dreams. A 
resource that can make the difference in the success of 
your next purchase or the usability of your next program. 

If you want to know it, and ifs about computers and it's 
knowable, it's on ZD Net/CompuServe Edition. 

Now you can GO ZDNET— FREE! 

Just call our toll-free number, 1-800-895-4596 and 

ask for the "ZD Net Private Offer" today. We'll send you a 
FREE ZD Net and CompuServe sign-up kit worth one FREE 
month of ZD Net membership — plus one FREE month of 
CompuServe membership and 10 FREE hours to explore ZD 
Net and CompuServe. ALL FREE. RISK FREE. You've never 
accessed anything like this before! 
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Industry news SO HOT it hasn't made it to press. 

Cover-to-cover text from 125 magazines ON-SCREEN. 

Shared community with our worldwide network of 
nearly 300,000 computer-elite members. 

Comprehensive technical support documents from 
leading manufacturers and software publishers. 

The best buyer's and price advice in the world. 

The greatest collection of pre-screened shareware 

in the universe. 

The only "online teaching university" for computer 
users and pros alike. 

Exclusive freeware developed only for our members. 



The ultimate computing 
resource online. 



BENet 

CompuServe® Edition 
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Netting A Kill 

ICI's Warbirds Launches Air Strikes On Thelntern^ 



Y 



ou 're loaded 
for bear, and 
there's noth- 
ing to shoot 
at. That was 
the dilemma 
that used to 
be faced by 
gamers who 
wanted to fly 
against human opponents in their favorite 
flight sims. Unless you were lucky enough 
to know a nearby flight sim fan, you were 
generally forced to locate distant oppo- 
nents using online networks. This meant 
heft)' long-distance or online-access 
charges. Kesmai's AlR WARRIOR (see last 
month s column) gave pilots a central 
place to find skilled opponents, and with 
recent online service price drops, it's now 
cheaper to play than calling a head-to- 
head opponent on a long-distance line. 

l,ast year a group of fonner AlR 
WARRIOR players banded together and 
decided to give Kesmai some competi- 
tion, working to create an online sim that 
addressed some of Air Warrior's limita- 

The online air combat arena is 
getting crowded. Joining Air 
Warrior for Windows and 
Warbirds in the fray is ACES: 
The Battle for Air Superiority, 
from Gemsoft and VR-1 , Inc. 
While the former two sims are 
aimed primarily at the hard-core 
sim fan, ACES will be targeted at 
the casual, beginner pilot. 
Gemsoft describes it as "a sit- 
and-shoot experience with a very 
short learning curve." Although 
it's based on the abysmal Fighter 
Wing simulation engine, an early 
version on display at Winter CES 
did a passable job of simulating 



tions. The company, Interactive 
Creations, Inc. (ICI) created some killer 
flight models and multiplayer code and 
initially teamed with Domark, who pro- 
vided an updated version of the Flight 
Simulator Toolkit graphics engine. The 
resulting product, CONFIRMED Kill, went 
online in a beta form in mid-1995. While 
in beta, anyone with access to the 
Internet could play the game for free, tak- 
ing up a World War II fighter against 
opponents from all over the world. As 
you'd guess, it got very popular— and very 
crowded— in no time at all. 

BREAKING UP IS HARD TO DO 

Late last year, ICI temiinated its agree- 
ment with Domark and teamed instead 
with Graphic Simulations, one of the pre- 
miere flight sim producers for the 
Macintosh. The simulation was renamed 
WARBIRDS (Domark still plans to bring out 
its own multiplayer sim using the 
Confirmed Kill moniker), and 
revamped to use a PC version of Graphic 
Simulations' high-res graphics engine. 
The early betas had a complex enough 

I aerial combat between P-40 
! Warhawks. Watch 
I http://www.vr1.com for news on 
I this sim. 

I Meanwhile, ICI isn't sitting still 
I with its release of Warbirds 1.0. 
I Next on tap is a Windows 95 
I version that will support 
j SLIP/PPP logons, which should 
! make getting online with the sim 
! much easier for folks who aren't 
| Internet wizards. Following that 
I will be a multiplayer, online 
space combat simulation which 
will feature inertia and 'other 
unique features. 




flight model to impress even jaded sim 
fans, but the dated FST graphics just 
weren't impressive. The new graphics 
engine moves the imager;' from the ser- 
viceable to the impressive: 486 users can 
fly in smooth 640x480 resolution, while 
Pentium owners can experience a silky 
1024x768 view. 

A few weeks before this was written, 
Warbirds reached version TO, and ICI 
turned on the billing clock. This doesn't 
mean that ICI is finished developing the 
game— many planned features, such as 
carrier task force groups, still aren't 
installed. But there's plenty there now to 
make for a playable game, and new fea- 
tures are being added almost weekly. 

In Warbirds, the player is a pilot for 
tine of four countries (designated A, B, C, 
and D, but more commonly referred to by 
color, such as Green or Purple). In nor- 
mal day-to-day play, the primary objective 
is to capture territory. Players for each 
team stage attacks on enemy airbases; 
once a base's defenses are destroyed, a 
pilot lands and claims it for his country. 

The organization and size of such raids 
varies immensely: Sometimes you'll log 
on to find 10 or 15 planes mixing it up in 
dogfights, taking off and joining the fray 
on a one-on-one basis. On other evenings 
you may find a group of Purples putting 



1 1 Warbirds' 
flight model- 
ing is realis- 
tic enough to 
give even 
seasoned sim 
pilots a run 
for their 
money. J J 
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together a massive raid, with a dozen 
fighters escorting a group of bombers. You 
can join a squadron, or attack as a solo 
pilot. This is part of the fun of 




DAWN PATROL A B-17 taxis out for an early-morning attack; night time 
in Warbirds lasts only a few minutes. 




WaRBIRDS — players can make it whatev- 
er kind of game they choose. 

A wonderful example of this happened 
just before Warbirds went final. A group of 
players decided that instead of trying to 
shoot each other down, they'd stage an air 
race. Rules were drawn up, an appropriate 
patch of terrain was chosen, and the races 
were on. But perhaps most impressive is 
that ICI responded to this unpredicted 
use for its sim by adding a new airstrip to 
its scenery called Reno, which features a 
rectangular racing course and marker 
pylons. 



Looking for mare information 
to help you get started in 
Warbirds? Check out the fol- 



lowing pages on the World Wide Web: 



►Main Warbirds Page 


http://www.icigames.com 


►Warbirds FAQ 


http://www.cris.eom/~ 
french/ckfaq.html 


►BK's Warbirds Rumor 


Page http://stout.entertain. 
com/crawford/gjint. html 


►Hatchlings Beginner's 
Guide to Warbirds 


http://www.access.digex.net/ 
~holland/cksp13.html 


►Warbirds Scenarios 


http://world.std.eom/~ 
msmiller/CK/DoK.html 


If you have tips or cheats you'd like to share with other sim fans, 
email them to datkin@zd.com. 



THE PROP DEPARTMENT 

As of mid-January, WaRBIRDS sported 
the following WW Il-era aircraft: F4U-1 
Corsair, A6M1 Zero, B-17G Flying 

Fortress, P-38J Lightning, P- 
39DAircobra,P-51D 
Mustang, FW-190-4, Bf- 
109G, and Spitfire Mk. DC 
Also in the works are the F6F 
Hellcat, LA-5,Me-110C, 
Hurricane, IL-2.B-25 
Mitchell, and SBD 
Dauntless, with more to fol- 
low. 

WARBIRDS' flight modeling 
is realistic enough to give 
even seasoned sim pilots a 
run for their money. Torque 
pulls your plane to the side 
when you gun the engine; 
pulling too fast into a turn 
causes an accelerated stall; 
and deadly spins are easy to enter in 
planes like the Corsair. You'll really want a 




SPIT TAKE The Supermarine Spitfire Mk. IX is one of 
eight fighters currently available in 



full set of flight controls (stick, throttle, 
and rudder pedals) to fly this sim; fum- 
bling for the rudder and throttle keys as 
you attempt to recover from a spin — 
while a Zero bears down on you— is too 
much for most to handle. Most of the 
flight models are still being tweaked, and 
some planes fly more realistically than 
others. The P-38 is the mount of choice 
for beginners, since it s difficult to spin 
and the twin engines nullify any torque 
effects. (There's also a beginners arena 
with a simplified flight model, but it 
remains largely unused.) 

The B-17 is currently a single-pilot air- 
craft (computer-controlled gunners 



defend the ship when you hold down the 
fire button); 1C1 eventually plans to allow 
multiple crew members to man the vari- 
ous positions. For now, you fly to the tar- 
get from the pilot's position, then jump 
into the bombardier's compartment and 
use a nicely-modeled Norden bombsight 
to take out the target. 

CAMPAIGN YEAR 

Along with the always-running arena 
battle, WARBIRDS will also play host to 
periodic historical campaigns. Hie first of 
these, an allied raid over Keil, Germany 
was scheduled to be played out in late 
January, This campaign was slated to fea- 
ture 50 P-51D Mustangs escorting 18 B-17 
bombers against a force of 40 Me-109 and 
FW-190 fighters. Next up in April is the 
Solomons '43 scenario, which will pit a 
force of American Hellcats, Corsairs, 
Lightnings, Aircobras, and Dauntlesses 
against an equal-sized Japanese force of 
Zeros and Vals. 

Each campaign features 
custom terrain that can be 
downloaded from ICI's web 
page. Like WARBIRDS itself, 
the downloads are free; 
you're only charged for time 
spent flying online. The files 
you'll need to get started 
aren't that big— about 
BOOK for the WARBIRDS exe- 
cutable and the latest 
update, plus another 
megabyte or so for basic art 
files. To get the full, art pack- 
age, though, you'd better plan on tying up 
your phone line for a while: the 640x480 
art package is about 4 MB in size, while 
the 1024x768 package approaches 9 MB. 
If you received the CGW Extra CD- 
ROM with this issue, 
you're in luck— 
youll find Warbirds 
1.0 on the disc.% 



k Warbjhds costs S2/hoiir to play (S1.75/iiour if accessed 
using the cms Internet provider), with a minimum 
monthly charge of $10. Ihe front-end allows you to fly 
solo to practice your airmanship, but you won't find 
any other aircraft in the skies until you log on. For 
more information on the sim, point your web browser 
to http://www.icigames.com, emailgunlam@cris.com, 
or see the Warsirds directory on this issue's CD-ROM. 
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If you can find a more realistic 
dtegf ight simulato^y^it. 




"WWII air combat at its very best." 

- Denny Atkin 
Computer Gaming World 
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Fifty years ago, air combat decided the 
fate of the world. Now it's your turn. With 
Fighter Duel for PC CD- , pgji 

ROM. The most realistic ' 
dogfight simulator in his- . , 
tory. Through amazing r" rj 
high-resolution graphics, 
you'll experience real-world physics and flight 
modeling as you pilot Messerschmitts, 



Spitfires, Mustangs, Corsairs and Zeros. 
There's even a rookie mode for beginners. 

Can you survive seven 
tactical scenarios? Over- 
come eight bandits at 
once? Or outgun that 
second modem pilot? 
Without losing your lunch... Or your life? 
Fighter Duel. The way it is, is the way it was. 



Photo-realistic, fully functional 
instrument panel. 

MPS 10 ADULTS 



©1995 Philips Media 



Dogfight the deadly Zero or 12 
other classic WWII war birds. 




Scan the skies with multipli 
cockpit views. 



Take on human opponents in 
two-player modem duels. 



For more information call 1-800-340-7888. 
Visit our Web Site at http://www.philipsmedia.com/media/games 
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Flanker Attack 

Strap Into The Su-27 And Fly CG's Heart-Pounding Training Mission 



by Robin G. Kim 

Su-27 Flanker from SSI 
packs enough realism to 
challenge even the veteran 
am pilot. So, comrade, 
we've developed this train- 
ing program to help famil- 
iarize you with the intrica- 
cies and peculiarities of the 
aircraft and its systems. 
We'll start with a training 
mission (be warned, it is not a "milk run"), 
and follow up with some general tips that 
should help bring you back from all your 
missions as a hero of the state. 

If you're ready, then, komrade, load 
upthe ironhand.mis file, which you'll find 
in the \SU27 directory on this issues 
CGW Extra CD-ROM, or in the 
SU27MISS.ZIP file available at CG's web 
site at http://wwv.zdnet.com/~gaming. If 
you want to see if your instructors practice 
what they preach, you can also see a film 
of this officer performing the same mis- 
sion by viewing ironhand.trk, included in 
the same director)'. 
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LOCKED ON Sometimes it's easier to shift the missile seeker's field of view onto the 
target than to point the whole plane in the right direction. 




Outside Su-27 



I 



BIG STICK The Kh-29T has a huge warhead (five times heavier than the AGM 
65B Maverick's) so using it on ground vehicles is really overkill, but there's no 
smaller missile you can carry. 



IRON HAND 

Todays target is Simferopol airbase. In 
a coordinated attack, Su-24s will take out 
the runway while Su-25s hit other facili- 
ties. A pair of MiG-29s will provide fighter 
escort. Your job is to lead a section of Su- 
27s on an "Iron Hand" strike to neutralize 
the base's air defenses. This 
quick run-through will help 
prepare you for the mission 
you've been assigned. 

The flight plan calls for a 
stealthy ingress, below the 
enemy's early warning radar. 
You're lucky the Ukrainians 
have no AWACS in the area, 
because they can detect 
planes almost down to the 
deck. OurAWACSwillbe 
flying, so leave your radar off 
and rely on the information 
that is datalinked to your air- 
craft. 

At the initial point, pop up 
to let nearby SAM radars 
paint you. Now is a good 
time to cut your wingman 
loose to hunt on his own. 



When your threat warning display (TWD) 
shows a search radar pinging you, select 
Kh-31p antiradiation missiles. Point rough- 
ly at the radar source, then hold down the 
Tab key so that you'll lock onto the radar 
as soon as it begins tracking you. Wait for 
the shoot cue on the HUD, release Tab, 
and hold down the trigger until the missile 
leaves the rail. 

Now you'll need to maneuver to defeat 
the SAM that's surely on its way. Chaff is 
an effective decoy if you can put the 
threat at your four- or eight-o'clock posi- 
tion. Active jamming reduces the acquisi- 
tion range of enemy radars, but is relative- 
ly ineffective at spoofing missiles, which is 
what's needed here. 

Now that you've alerted the enemy to 
your presence, interceptors will scramble 
from Simferopol and Saki to the north- 
west—you have no time to lose. Turn 
back toward the airfield and switch to Kh- 
29T television-guided missiles. Using the 
missile seekers view displayed on the mul- 
tifunction display (MFD), it's hard to spot 
vehicle-sized targets unless you know 
where to look. You could drive right in, 
slewing the seeker around, hoping you 
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spot the short range defenses before they 
blast you, but this may require more pass- 
es than yon have time for. Its better to do 
a quick scan of the area with air-to-ground 
radar first. In scan mode, vehicles appear 
as twinkling dots. The distance the radar 
can scan varies with altitude, so make sure 
you're high enough — detection range is 
roughly 20 times your height above 
ground level. r ITie Kh-29Ts seeker has the 
same limitation, which means it will only 
work when pointed three or more degrees 
below the horizon. 

Memorize the location relative to the 
airstrip of each potential target, orienting 
yourself using both the MFD view and 
the radar scan diamond in the HUD, then 
turn off the radar to aim your Kh-29Ts. 
Center a target in the MFD, lock, launch, 
and then move on to the next target. 
Seconds count, so work fast. 

Once you've fired your missiles, dive 
for the deck and head for home. If you 
notice any AM or SAM launchers that 
survived your attack, either because you 



Target Site 



If you're looking for more missions to fly and have 
World Wide Web access, check out Michael Joseph's 
outstanding "Unofficial Su-27 Flanker Home Page" at 
http://nwlink.com/~mikej/su27.html. The site fea- 
tures a growing archive of player-designed missions and 
films, but its centerpiece will be a branching mission- 
based campaign scenario that Mike and his team are 
developing. The lack of a built-in campaign mode is a 
common gripe among Su-27 Flanker players, so the com- 
pletion of this scenario is eagerly anticipated. 
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ON THE DECK Flying below 10 meters will protect you from SAMs, but watch out for 
power lines. 



didn't sec them or your missiles failed to 
connect, you might risk another pass to 
help ensure the safety of your comrades. 
After you've cleared out, go ahead and 
call your wingman back into formation 
for the flight home. Remember to check 
the AWACS information periodically to 
ensure you're not being pursued. 

FLANKER IN DETAIL 

As you fly other missions, you may 
notice that the Su-27 Flanker manual 
doesn't cover every gory detail, leaving 
some things for you to puzzle out for 
yourself. Here we will clarify some of the 
more confusing aspects of the simulation. 

Ballistic weapons, such as unguided 
rockets and dumb bombs, have undocu- 
mented release restrictions that may leave 
you wondering why you don't get a shoot 
cue. For rockets, you must pitch down at 
least three degrees to fire. Bombs can't be 
targeted at greater than four degrees of 
upward pitch, and will not release if your 
true airspeed exceeds 1070 kilometers per 
hour. 

The R-77 missile is nicknamed the 
AMRAAMski because of its similarity to 
the AIM-120 AMRAAM. There is one big 
difference between them, however. 
Unlike the AMRAAM, which can operate 
autonomously from launch to intercept, 
the R-77 requires radio command guid- 
ance to get near the target. That means 



until its within the 1 5 km range of its 
onboard radar, you must maintain your 
own radar lock or the missile will self- 
destruct. It is possible to guide the R-77 
through this initial stage using just the 
EOS, but without accurate range infor- 
mation your missile may fall short. After 
you judge that the R-77 has switched on 
its radar, turning off your radar and using 
the EOS in search mode lets you track 
your missile to see if it's likely to hit. 

Countermeasures deployed by air tar- 
gets can have weird effects on your sensor 
displays. If your radar is locked onto a tar- 
get, and suddenly the numerical target 
information disappears even though the 
blip remains, you have been jammed and 
arc probably locked onto a chaff cloud. 
Break the lock and you'll see the targets 
blip split in two. 'Hie chaffs blip will even- 
tually disappear; before then you can 
reacquire by guessing which blip is the 
real aircraft. False contacts also appear 
when a target you're scanning with the 
electro-optical system (EOS) dispenses 
flares, but they won't cause you to lose 
lock. 

The tips and tactics described here 
should help you become more effective 
in your missions, and evoke a greater 
appreciation for the wealth of realism 
designed into Su-27 Flanker. Watch 
your six— the homeland is counting on 
your for its defense. % 
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Play with thousands of gamers on the 
Information Super Highway and lose 
yourself in the graphic adventures 
and traditional games offered on the 
Multi-Player Games Network. 

MPG-NET gives you something you just 
can't find on a floppy disk. . .another 
human mind. Whether you like fantasy 
role-playing, 30 action, war simulation or 
card games, MPG-NET offers games 
24 hours a day. seven days a week with 
players from all over the globe. 



Play Games 
Worldwide On The 
Information 
Super Highway. 



Operation Market Garden 



Kingdom of Drakltar 
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Warlords of the Apocalypse 



ACCESS 
THROUGH 
INTERNET 
FOR ONLY 
$200 

per hour 




Prepare To Be Romanced/ 
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MOOSOFT. 

WINDOW- 

CCMKTTBLE 

IBM CD ROM 
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KOEI 



Available at your favorite retailers nationwide. 
Phone 415/348-0500 for additional information 
or to order direct. 



KOEI Corporation 

1350 Bayshore Hwy, Suite 540 
Burlingame, CA 94010 

Romance of the Three Kingdoms IV: Wall of Fire is a trademark of KOEI Corporation, 
Nintendo, Nintendo Entertainment System, and the official seal are trademarks ol Nintendo of Ar 
Sega. Sega Saturn, and the official seal are trademarks of Sega Enterprises. Lid. 
Microsoft. Microsoft Windows, and the official logos are trademarks of Microsoft Corporation. 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 
© 1995, 1996 KOEI Corp.. All rights reserved. 
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Farewell To? 
The Troops 



CGW's Wargame Columnist 
Enlists On The Design Side 



A 



I fter a brilliant 
I but failed 
I defense of 
I France, 
I Napoleons 
I finest veter- 
I ans, his Old 
I Guard, 
I assembled 
] on a bright 
April morning in the courtyard at 
Fontainebleau. Forced to abdicate, 
Napoleon was allowed to bid his persona] 
farewell to these brave men. "Soldiers 
of my Old Guard, after 20 years I have 
come to say good bye. France has 
fallen," began the old Emperors brief 



► The ammo continues to roll out 
of Arsenal Publishing.Their latest 
announcement concerns Pacific 
Tide: The Rise and Fall of the 
Japanese Empire 1941-45. Also in 
the works from Arsenal is TacOps 
II and a WWII North Africa ver- 
sion of Panzers East (being done 
with the help of Game Designers 
Workshop's Frank Chadwick). 

► It's sad to say, but QQP has 
closed its. doors. Apparently, its 
parent company, American Laser 
Technology, made the decision. 
Although QQP seemed to be turn- 
ing around its fiscal problems 
thanks to hits like The Perfect 
General II, it wasn't enough to 
keep American Laser from taking 
aim. QQP founder Bruce Williams 



and tearful address. 

I watched that scene from the film 
Waterloo again, while somberly searching a 
for the words to write this column. After i i 
20 years as a game critic, I, too, have 
come to say "good bye." Although my cir- j 
cumstances are far happier than exile to 
Elba, I must leave dre pages of Computer 
Gaming World as a reviewer of strategy 
games and a columnist. 

THE GOOD NEWS 

That's the bad news. Tire good news is 
that I'm leaving my CGW bunker to join 
the fight in the trenches. I'm joining the 
fine team at Interplay Productions where 
111 be doing my bit for the war effort to 

and his right-hand man Steve 
Cohen will probably return to gam- 
ing once the dust settles on the 
closing of QQP. 

► Deadly Games has finally 
released Operation Drumbeat, the 
sequel to their U-boat game, for 
the Macintosh. 

► Alan Emrich, Bob Murphy and 
Richard Barter will be working on 
three scenario disks for Empire 2 
to be published by Novastar: The 
Waterloo Campaign (10 scenarios), 
Napoleonic Battles (approximately 
12 scenarios), and Civil War 
Battles. 

► What's in a name? Ask the peo- 
ple at MicroProse's marketing 
department. The new title for the 
Master of Antares game we pre- 




help create strategy games that will build 
bridges between our veteran war and 
strategy gaming community (of which I 
remain a proud, long-standing member) 
and the larger, elusive mass market. 

Even as I rest my gaming pen to take 
up a hobby sword, I have been chided by 
many about what I can look forward to 
from 11m Press — how different it will be 
to recede reviews, rather than write them. 

viewed in the January issue is 
now Master of Orion II: The Battle 

| for Antares. So, it's MOO 2 to 
you, too. As of the New Year, 
however, this game still has not 
gone into a full beta stage. 
► Interactive Broadcasting, the on- 
line game developer best known 
for Federation II (available on 
GEnie, AOL and more) is still at 
work on their massive Barbarossa 
wargame and has started work on 
a global stock market game. For 
the first time, gamers will not be 
limited to either the real ticker or 

I a simulated ticker of one stock 
market, but will be able to play 
several markets around the clock, 
using real ticker feeds. 



leaving my 
C6W bunker 
to join the 
fight in the 
trenches. J J| 
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COMPUTER 

FULL COUNT 

BASEBALL 

I BM-PC 

The most realistic and accurate 
strategy/simulation computer baseball 
game on the market today! 

Hey baseball fans! Are you looking for a 
baseball computer game that plays fast and 
easy, gives accurate results, and has lots of 
managerial options? Then look no further! 

With Full Count you can manage any one 
of last year's 28 teams, or one of the 200 
great past teams included with the game 
that go all the way back tol901. You can 
replay last year's season or draft your own 
team of superstars. The possibilities are 
only limited by your imagination. 

Each team carries up to 45 man rosters. 
Each hitter and pitcher will perform just as 
he did in real life. 

You can instantly view or print any teams' 
compiled statistics with just a couple of key 

strokes. Individual box scores can be 
printed, viewed on screen, or saved to disk 
and recalled later. 

You can play head to head, versus the 
computer manager, or let the computer 
manage both teams. 

With the scheduler program, you can play 
all or part of last year's season or set up 

your own dream league, generate a 
schedule, and play the entire schedule. 

You can manage the teams you want while 
letting the computer manage the rest. 

Full Count's standings and league leaders 
program will give you complete 
standings and leaders in minutes and 
is very easy to use. 

If managing is what you like, you can't 
beat Full Count for choices and flexibility. 
You can select line-ups, starters, and 
relievers. You can bunt, steal, hit and 
run, and much more. 

Past seasons available all the way 
back to 1871. 

ORDER TODAY! 
Mail check or money order 
for $39.95. 

You may call in and order with VISA or 
Master Card. Please add $4.00 for 
shipping and handling. 

For more information, call or write 
for a free brochure. 
1 -800-477-7032 

Other games also available: 
TKOPro Boxing • 3 in 1 Football • 
Courtside College Basketball • Basketball 
- the Pro Game • Hattrick Pro Hockey • 
Rampage Wrestling 
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That is true, but Interplay's won't be the 
first games I've done (I have a few board 
game credits already) and 1 believe in 
honest criticism. Although Napoleon 
once remarked that "five hostile newspa- 
pers are more to be feared than a thou- 
sand bayonets/' I'm willing to step into 
the arena and face them. 

PERCEIVED BIAS 

Since I am going to be developing 
computer games, I can no longer contin- 
ue this column with CGW nor review 
other companies' games. This magazine 
has never allowed active game designers 
to review products in a genre that com- 
petes with their own. I do hope, though, 
to return to CGW with an occasional 
strategy/analysis piece or a guest com- 
mentary, as game designers/producers 
have done here in the past. I will also con- 
tinue to write (books and articles) and 
work on board and card game projects in 



my "free" time. 

While I will no doubt be online less 
than I used to be, I would like to take this 
opportunity to thank the special friends 
I've made there. Many of you I've met, 
some I've had over for gaming and vict- 
uals, and all of y ou I appreciate more than 
you know. Despite the rotten fruit from 
the Lie-vine, the failed Tryst, and sense- 
less flamers, you'll still find me in cyber- 
space from time to time, where I hope to 
continue to expand my circle of friends 
and share ideas with you. 

SO REMEMBER ME 

'Though I love you all, 1 cannot 
embrace you all," Napoleon concluded 
his farewell to the Old Guard, and kissed 
the mil itary banner that they had they ral- 
lied to through numerous battles and 
campaigns. "With this kiss, remember me. 
Good bye my soldiers. Good bye my 
sons." % 
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strength, making them manageable tar- 
gets for Shermans and HMOs. 

























► Here are various cheat codes for 
Warcraft II. Type them as shown and 
press enter while playing the game. 
Glittering Prizes-Lot's of gold, lumber 
and oil! 

It is a good day to die-Invincibility. 
noglues-Disable magical traps. 
valdez-Gain 5000 oil. 
showpath-Shows you the map. 
Make it so-Builds fast. 
hatchet-Allows a peasant to take less 
whacks at trees. 
Cheats submitted by 
Nick Navarro 
Ft. Leavenworth, KS. 

► Allied General: 

Airpower is the key to a successful 
campaign as the Americans. Buy strate- 
gic bombers and use them as auxiliary 
units. They are more or less impervious 
to ground fire, and should be used to 
carpet bomb enemy units you plan to 
attack later in that turn. A good attack 
can suppress up to half of a Tiger's 



Use a combination of air defense and 
fighters as the Russians to defeat the 
Luftwaffe. Wei! positioned AD units can 
erode those Me109s and FW190S to the 
point where your interceptors can do 
some damage. If the weather is bad, try 
to trap German aircraft over areas 
where air defense units are available— or 
trap them and then move the AD units 
under them in the hopes that the weath- 
er will clear next turn. 

► Heroes of Might and Magic 
The cost of defending three or four cas- 
tles can be prohibitive in the middle 
stages of the game. To circumvent this 
problem, leave very weak armies in your 
castles, but keep substantial cash 
reserve and plenty of recruits. When the 
enemy attacks, buy an adequate defen- 
sive force at the point of attack. If the 
invaders bypass the now defended cas- 
tle, ride out and meet them in the field. 
Allied General and Heroes tips from 
CGW writer Tim Carter. 
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The Real Strategy Game of Money, Power £ Wealth 



Capitalism... "is good enough to make a 
convert out of Karl Marx himself." 
Editor's Choice Ruuard 
- PC Gamer 




"... the ultimate business sim. 
m/3 out of 5 stars 

- CD-ROM Today 

"Capitalism... succeeds in 
generating the excitement... 
and is fun to play." 

- Strategy Plus 
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Capitalism Is the ultimate 
business sim - combining all 
the excitement and intrigue 
of building a fast paced 
International business. If you 
like real-time strategy games, 
you'll love the constantly 
changing, dynamic challenges 
of CRPITRLISM... THE RERL 
STRRTEGY GRME OF MONEY, 
POLUER RND LUERLTH. 



Checkout the CAPITALISM DEMO 



developed by 

FTP:\\www.Enlight.com 
On CompuServe, GO GAMBPUB (Library 17) 
For more information call (919) 461-0722 
INTERACTIVE MAGIC PO Box 13491 Research Triangle Park, NC 27709 
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REVIEW • WARCRAFT II: TIDES OF DARKNESS 



Price: $54.95 
System Requirements: 

IBM compatible 486/33 
or better, 8 MB RAM, 
SVGA graphics, hard 
drive, 2x CD-ROM 
drive; supports most 
major sound cards 
# of Players: 1-8 
Protection: None 
Designer: Ron Millar 
Publisher: Blizzard 
Entertainment 
Irvine, CA 
(800) 953-SNOW 
Reader Service #: 343 




More Ores 
And Humans 

Join The Fray Over Air, Land and Sea 




by Martin E. Cirulis 

This winter has been lousy for 
weather, but pretty good for 
computer game sequels. 
r rhe latest game to test the 
trend is Blizzard's follow-up 
to their smash head-to-head 
fantasy wargame, 
Warcraft. The original was 
such a tight, enjoyable little 
game that you might think 
Warcraft 2: Tides of Darkness, with 
such a tough act to follow, would have no 
choice but to enter the dreary land of 
"More of the Same" that we've already 
seen with such sequels as X-COM: 
Terror From The Deep or DOOM 2. 
Fortunately for us, the kids at Blizzard 
have spent some time rummaging 
through the closet of "Bigger, Better and 
Prettier" and produced a sequel that is 
both familiar and novel at the same time. 

ORC AND BEINGS 

For those of you who played the 
humans in WARCRAFT and succcssfuly 
saved the noble land of Azeroth, I have 
some bad news...you did- 
n't. It seems the Orcish 
hordes were just resting a 
bit, and the moment you 
turned off your computer, 
they rushed from their 
dimensional portal to vic- 
tory. 'Hie once-proud 
humans of Azeroth have 
been forced to flee across 
the sea to a new land, 
Lordaeron, in hopes of 
findings allies and a 
home. 

Lordaeron provides 
the classic assortment of 
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AHOY, YE SCURVY HUMANS Warcraft 2 has brought the fight for Azeroth to the skies 
and sea, with aeriai and naval units. 



upstanding, right-thinking classic fantasy 
races: Elves, Dwarves and Gnomes are 
the other inhabitants of this new land. 
They are as unamused by the invading 
Ores as you are, and can generally be 
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GOT AXE FOR YOU" The humorous little Ores are back, 
and this time they've brought bloodthirsty Trolls, Ogres and 
sneaky Goblins with them. 



counted on to lend you a hand in your 
upcoming fight for freedom. Of course, 
the Ores are not without new resources as 
they continue to spill across the world. 
While acquiring naval technology, the 
Ores have made the acquaintances of the 
usual goons of fantasy; namely the 
Goblins and Trolls. 

What this new body politic means to 
players, be they Human or Ore, is that not 
only are you showered with a host of new 
units, but the campaigns themselves are 
much more interesting, with scenarios 
now ranging from all-out bloodfests to 
diplomatic rescue missions. 

BROADSIDES AND ORC-SHOT 

WARCRAFT 2 is a DOS-based game 
that works well in a Windows 95 environ- 
ment, and is essentially the same engine 
as the original, but tuned up a notch in 
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REVIEW • WARCRAFT II: TIDES OF DARKNESS 



terms of graphic appeal, user-friendliness, 
and network capability. 

The interface is simple point-and-click 
mouse work, but since the game runs in 
real-time mode only, prospective generals 
should either have quick mouse skills or 
be prepared to turn the games speed way 
down, as large battles require a fair 
amount of micro-management. Of 
course, the transition to crisp SVGA has 
made unit identification not only easier, 
but a real pleasure. Blizzard has done an 
excellent job of creating beautiful anima- 
tions for each unit, which arc intricate and 
entertaining, but don't slow the game 
down even on a 486/66. 

There are two long campaigns, one 
track for the Humans and one for the 
Ores. Campaigns consist of a series of 
linked scenarios, which involve either 
building up a base of operations and 
destroying your opponents base, or 
achieving a "quest," in which you are 
given a set number of units and must per- 
form some sort of task before you are 
destroyed. Base battles involve balancing 
the cost of military units versus building 
up your village infrastructure. In keeping 



Mct-Orcing in Warcraft 2 



For me, the best part of Warcraft 2 is its multi- 
player capability. With slots for up to eight play- 
ers and very aggressive computer opponents, 
you can choose anything from simple head-to- 
head modem struggles to big IPX-network confrontations 
filled with alliances and betrayals. The multiplayer suite is 
extremely easy to use, and the only tricky part is making 
sure each player clicks on the confirmation box beside 
their name before starting the game. 

The game comes with numerous built-in scenarios 
designed for two, four, six or eight players, and many of 
them have maps that highlight land, sea or air combat. 
Once you set which players are going to be humans and 
which will be played by the computer, you can go on your 
way with the standard settings, or change options such 
as limited sighting range or even the use of cheat codes. 
Players- joining the game get to see which options are 
being set, but can only change their alliances or race 
before the game starts. 

Creative gamers should really try designing their own 
battle maps for network play. Tinkering with the attributes 
of various units can allow for a huge number of possible 
scenarios. The process of creating and playing scenarios 
with your friends will give Warcraft 2 a long life on your 
hard drive, and it's a great learning process for you bud- 
ding game designers out there. 



with the original 

Warcraft, the humble but 

useful peasant laborers are 
still the key to any long- 
term battle-strategy. There 
is now an additional 
resource, Oil, which must 
be retrieved to build up 
your navy. 

Your new allies have 
brought new units, and with 
them come whole new tac- 
tical venues. Apart from 
cool things like demolition 
teams, Elven Rangers, Troll 
Berserkers, and a pumped- 
up magic system, the big news in 
Warcraft 2 has got to be the expansion 
of the war over the water and into the 
skies. Since the playfield is large enough 
now to have viable seas and large islands, 
players will often find themselves having 
to build actual navies in order to protect 
themselves and then press the attack. You 
can now construct Destroyers, Battleships 
and even submersibles like Gnomish 
Subs and Goblin War-Turtles. The Air 
War is not as complex, but players can 
scout the land with recon aircraft and lay 
waste to it with Gryphons and Dragons. 

The tweaks, improvements and details 
that have been added to Warcraft 2 are 
too numerous to cover in detail, but you 
can safely assume that almost everything 
has been changed for the better. Even 
the unit behaviors are a little more realis- 
tic; units are far more capable of taking 
care of themselves while you are busy 
elsewhere, and ambushes are not quite as 
easy to set. This is still a simple, straight- 
forward w : argame, but it has been skillful- 
ly taken to the next level of detail and 
complexity, without losing any of the 
payability. 

THE RIGHT TOOLS FOR THE JOB 

Another great surprise in this game is 
the scenario design kit. While it is primari- 
ly for the creation of maps for both single 
and net play, you can do far more than 
just fiddle with the landscape. All unit and 
building values can be changed, allowing 
you to create your own customized fanta- 
sy battles, based on your own preconcep- 




THE FIGHT JUST GOT BETTER Warcraft 2 has beautiful 
SVGA graphics, more features, more units, great multi- 
player capabilities, and retains the fun qualities of the 



Hons. Think that the Ore player should be 
playing more like a horde? Take away his 
more advanced units and make his grunts 
cheap and fast to make. 

As with most competent sequels, if you 
liked the original game then you should 
definitely pick up this one. WARCRAFT 2 
successfully breaks new ground without 
losing sight of what made it a great game 
in the first place. While I think that these 
kinds of games really need to introduce 
branching campaigns to reduce the "puz- 
zle" aspect of some of the scenarios, 
Blizzard should be commended for push- 
ing the design further instead of just 
pumping out more of the same. If you 
enjoy fantasy gaming, or simply like the 
kind of base-building tactical wargames 
that have become popular in the last cou- 
ple of years, then this is a sure bet for 
you — and if you have access to a network 
for gaming, then WARCRAFT 2 moves into 
the "Must Buy" category. % 



►appeal; Anyone looking for laughs, 
intense action, pocketfuls of features 
and creatures, and simple, yet engross- 
ing gameplay will want to play this 
Warcraft sequel. 

►PROS: A worthy successor to the 
original, which pushes the design in 
new directions, plus a powerful sce- 
nario tool-kit and a 
great multiplayer -j^m. 
option. ; H ^ 

►CON& The cam- l^r 
paigns are a little W sSirK 
weak and the prob- 
lem of failure = 
repetition still exists. I 





A feature-packed 
World War ir submarine simulator, i 
SILENT HUNTER™ is without equal. ' 
As commander of a U.S. submarine in the Pacific, . 
your task is simple — sink as much enemy tonnage as possible! 

Choose from a variety of American submarines — and let the 
hunt begin! Prowl the shipping lanes. Steal into enemy harbors. 
Embark on Special Operations missions. Authentic WWII fdm 
footage, cinematics and narration throughout provide a historical 
feel for the submarine combat experience. 

Play individual missions or an entire campaign. And prepare to 
be blown away by magnificent SuperVGA graphics, an original 
sound track and action so real you'll want a life jacket! 

TO ORDER: Visit your retailer or call 1-800-601-PLAY with Visa/MC 
(North America only). ©1995 Strategic Simulations, Inc., a Mindscape Company. 
All rights reserved. 
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REVIEW • ALLIED GENERAL 




Riding With 
Patton 

Switching Sides Can Be A Tankful Of Fun 




by Tim Carter 

Rarely has the prospect of 
tanks on the horizon been 
so wannly welcomed as 
with the release of ALLIED 
General. And while it is 
fair to say that Allied 
General does not live up 
to the expectations of 
many, this is due as much 
to the level of expectation 
as to the quality of the game. 

While Allied General is a fine game, 
and will provide many hours of enjoyment 
for die-hard aficionados and beginners 
alike, it just doesn't quite have the ele- 
gance, play-balance and tension of 
Panzer General. Matched against virtu- 
ally any other strategy or wargame on the 
market today, ALLIED GENERAL holds up 
as solid entertainment. Unfortunately, 
matched against its predecessor, it lacks 
some of the intangibles that made Panzer 
General such a superlative product. 



Price: $55.96 
System Requirements: 

IBM compatible 486/66 
or better, 8 MB RAM, 
SVGA graphics, 6 MB 
hard drive space, 2x 
CD-ROM drive, 
Windows 95 or Win 
3.1, mouse; supports 
most major sound 
cards 

#nl Players: 1-2 
Protection: None (CD 
must be in drive to 
play) 
Designer: 
Halestorm/SSI Special 
Projects Group 
Publisher: Strategic 
Simulations Inc. 
Sunnyvale, CA 
(800) 601-7529 
Reader Service H: 344 
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WINDOW OF OPPORTUNITY? Unfortunately, the Windows 95 inter- 
face isn't nearly as intuitive as expected, taking time to learn and 
adjust to. 



PLAYING PATTON 

This time, play- 
ers command one 
of the Allied 
armies, stemming 
the Gennan 
onslaught and 
moving on to the 
offensive. The 
number of core 
units available to 
players is consider- 
ably smaller than in 
Panzer General, 
and tends to grow 
at a slower pace. 
While there are good historical reasons for 
this (most Western operations involve 
both British and American forces, so that 
the player has at best access to only half 
the available units), it does tend to detract 
from the overall role-playing aspect of the 
game. 

The real elegance of Panzer GENERAL 
lay in the play balance built into the sce- 
narios. The 
combination of 
tough, aggressive 
defenders and 
tight time limits 
kept most battles 
tense even the 
fourth or fifth 
time around. 
The scenarios in 
Allied 

General, while 
sometimes quite 
challenging, are 
not nearly as 
well thought out. 
This is unfortu- 




AXIS TO ALLIES Allied General is a good, solid wargame; 
though it might not be equal to its predecessor, it definitely holds 
its own as a good game. 



nate because most of them have consider- 
able potential, yet suffer from glaring 
snags in their execution, leading me 
to wonder if they were adequately 
playtested. 

The AI has been upgraded somewhat, 
although most improvements could be 
categorized as: "Really dumb things the 
computer doesn't do anymore." It will 
sometimes escort bombers, presumably 
when it perceives a threat from enemy 
interceptors, and will often withdraw 
weak units from dangerous positions 
rather than let them be destroyed. It will 
also disband useless or doomed units and 
rebuild others in more useful areas. 

Perhaps the biggest problem with the 
scenarios is the lack of clearly defined vic- 
tory conditions. The briefings rarely pro- 
vide time limits for a major victory, and 
often do not indicate if all the objectives 
need to be taken for held), or where the 
split between a major and a minor victory 
falls. Players may have to spend a few 
games trying out different strategies just to 
determine the victory conditions. 
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RACING TO BERLIN Each Allied power has a unique fighting style, 
as ground-heavy Russians will race to Berlin with different tactics 
than Americans riding in with superior airpower. 



This is completely unnecessary, and is a 
real detriment to the enjoyability of the 
game. Even in scenarios where the play 
balance is not that delicate, players have 
no way of knowing— short of trial and 
error— how many turns they have to 



Clearly, the designers have tried to provide players 
with more than just a politically correct Panzer 
General. Each nationality has different strengths 
and weaknesses, and requires a different strategic 
approach in order to consistently win major victories. None of 
the Allied armies fight like the Germans in Panzer General, and 
none face the same sort of challenges. Regardless of whether 
you like the new campaigns or not, SSI cannot be accused of 
just ripping off the Panzer General system by cranking out sce- 
narios with the flags switched. 

Aspiring Zukhovs can forget about having an air force. 
Russian planes never lasted more than a few turns under my 
command, regardless of how carefully I tried to shepherd 
them. True to history, the Russians must rely on massed 
artillery and copious amounts of anti-aircraft units. 

For the Americans, airpower dominates the battlefield. 
Strategic bombers work wonders against all types of defender, 
while effective tactical bombing can keep the German armor 
under wraps. This is crucial, as American tanks are at a greater 
relative disadvantage against their enemies than the Germans 
were against theirs in Panzer General. 

The British combine elements of both American and Soviet 
forces and strategy. Personally, 1 think it would have been nice 
(and realistic) if they had been given just a bit more beginning 
experience. 

And while we're on the subject, what do the folks at SSI 
have against the Canadian army, anyway? The Free French and 
Free Poles are included in the force pool, but those fearsome 
Canadian infantry are nowhere to be found. I think I'll send Carl 
Norman a red and white toque and a copy of John Keegan's 
Five Armies at Normandy next Christmas. 



build their core forces into 
overstrength elite units without 
losing a major victory. 

THIS TANK DRIVES FUNNY 

After the scenarios, the most 
significant changes in ALLIED 
GENERAL are all related to the 
game interface. Allied 
General was designed to run 
under Microsoft Windows, and 
may be installed into either 
Windows 3.1 or Windows 95. 1 
tested the game on a 486/66 
with 8 megs of RAM under 
both 3.1 and 95. While it was a 
tad sluggish under Windows 
3.1, Allied General is defi- 
nitely functional in the old OS, although 
the combat animations are too slow to be 
left on. 

Under Windows 95, speed improved 
noticeably, although scrolling and many 
auxiliary screens (such as the unit pur- 
chase screen) are considerably slower 
than in Panzer General. Speaking of 
scrolling, most elements of the interface 
are more clumsy than in PANZER 
General. Players cannot move about the 
map simply by pushing their mouse. Now, 
a recon window with the standard eight- 
arrow compass allows you to click and 
push the screen across the map. After 
about an hour on the new system it 
becomes both easy and intuitive, but it is 
stiil more work than in the earlier game. 

It feels as if the designers struggled very 
hard to make the Windows interface as 
smooth and easy as Panzer General's 
DOS interface, and just didn't quite pull 
it off. Further, Allied General does not 
take advantage of some of the existing fea- 
tures of the Windows environment (I 
would love to have the ability to adjust the 
size of the strategic map). 

On the bright side, the e-mail system 
has been upgraded substantially The 
biggest problem with playing Panzer 
GENERAL via modem was the inability of 
players to see their opponents move. 
Essentially; you were presented with a fait 
accompli that showed only the other sides 
final positions. Allied General solves 
this problem by including a video replay 



of the opposing side's move with the save 
game file. Players can now review the 
enemy's movement before planning their 
strategy. 

Happily; ALLIED GENERAL is practically 
bug free. After over 100 hours with this 
game, the only technical glitch I found, 
which neither crashed the program nor 
affected gameplay, was a rare tendency 
for the computer to display fortresses as 
APCs late in the game. The sound and 
video worked fine from my double-spin 
CD and Soundblaster Pro. 

By the way, the video segments have 
changed somewhat, now taking the form 
of wartime films complete with narration. 

The manual, while competent, doesn't 
really pro\ide much support or back- 
ground. The charts of available equip- 
ment that were so useful for planning core 
upgrades in Panzer GENERAL are con- 
spicuously absent. 

WOULD PATTON BE PROUD? 

Searching for a metaphor to end my 
review, I kept coming back to the 
Sherman tank. Maligned by many, the 
Sherman was a well-built, reliable 
machine that provided very good value 
for the money. The fact that it tended to 
fare poorly when compared with, say, a 
Panther D, should not overly cloud our 
judgment. Who won, after all? 

Allied General is not a match for 
Panzer General. But in a market virtual- 
ly overrun with buggy, unfinished 
wargames that are— pardon me —com- 
plete crap, it will be a more than welcome 
addition to any wargamer s collection, and 
should remain on their hard drive for 
quite some time. <^ 

►APPEAL: Panzer General buffs may 
find Allied General less fun, but those 
looking for a generally good wargame 
won't be disappointed. 

►PROS: This is a solid wargame with 
play improved by e-mail capability and 
better Al. 

►CONS: Not as 
good as Panzer 
General, with some 
poor scenarios and 
an interface that 
takes some getting 
used to. 




Introducing Silent Thunder: A-10 Tank Killer II! 24 action-packed missions take you through Central America, the Middle East 
and Korea in one of the most devastating ground attack planes ever created. Huge explosions and new texture-mapped terrain 
reduce other flight sims to twisted wreckage. Whether it's the ground-shaking action of Silent Thunder or the precision dog 
fighting of the upcoming Red Baron II, the Dynamix Aces Flight Series delivers its ordinance on target. Just ask Pepe's goat. 




REVIEW • BATTLEGROUND: GETTYSBURG 




A New High- 
Water Mark? 

Charge To Glory In The Battlefields Of Gettysburg 




Price: $50.00 
System Requirements: 

IBM compatible 386/33 
or better (486 recom- 
mended), 4 MB RAM 
(8 MB recommended), 
SVGA graphics, 5 MB 
hard drive space, 2x 
CD-ROM, mouse, 
Windows 3.1 or 
Windows 95; supports 
most major sound 
cards 

#oi Players: 1-2 

(modem play) 
Protection: None (CD 
must be in drive to 
play) 

Designers: Jim Rose, 
John Tiller 
Publisher: TalonSoft 
Forest Hill, MD 
(410) 821-7282 
Reader Service ft: 345 



by Patrick C. Miller 

Fans of computer wargames 
based on the American Civil 
War have suffered through a 
gaming drought for the past 
several years. The few releases 
that offered potential relief 
have turned out to be light 
sprinkles, rather than the 
much-anticipated gully wash- 
ers. But with the release of 
BATTLEGROUND: GETTYSBURG, Civil War 
buffs at last have a game satisfying enough 
to wet their whistles. 

Gettysburg represents a significant 
advancement in the evolution of 
TalonSofts Battleground series, which 
clearly comes into its own in 19th ccnturv 
warfare. The hex maps are more colorful, 
richly detailed and flexible than 
BATTLEGROUND; ARDENNES, the compa- 
ny's debut game. Moreover, gameplay is 
enhanced by including more of the detail 
that was conspicuously absent in 
ARDENNES: leaders play an important role 
in maintaining unit morale and cohesion; 
flank attacks and enfilade fire make unit 
facings important; keeping infantry and 
artillery supplied with ammunition is a 
critical aspect of battlefield command; a 
single routed unit can trigger a ripple 
effect of confusion and panic that spreads 
widely throughout an annv. 

NOTHING CIVIL ABOUT IT 

A grand tactical, turn-based warganie, 
GETTYSBURG covers the "high-water 
mark" of the Confederacy from July 1 to 
July 3, 1863, when the Confederate Army 
of Northern Virginia, under General 
Robert E. Lee, and the Union Army of 
the Potomac, under Major General 
George C. Meade, converged at the town 
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of Gettysburg, 
Pennsylvania. 

There are 12 
scenarios covering 
various key 
engagements dur- 
ing the three-day 
battle, ranging 
from the first con- 
tact between 
Bufords Union 
cavalry and Heth s 
division, to 
Pickett's futile 
charge into the 
Union center on 

the last day. Six of the scenarios offer 
either historical artificial intelligence (Al), 
in which the computer players maneu- 
vers are governed by actual events, or 
alternate AJ that allows the computer 
opponent more latitude. You can also play 
the campaign game, covering all three 
days of the battle in a monster 149-tum 
scenario that features day and night turns. 
Throughout the game, video clips of Civil 
War re-enactments, combined with the 
sounds of men engaged in fierce combat, 
help immerse you in the period and the 
game. 

ARRAYED FOR BATTLE 

The basic maneuver units of 
Gettysburg are infantry and cavalry regi- 
ments and artillery- batteries. Units are 
rated for strength, weapon range, move- 
ment, quality and fatigue. Officers are 
rated for their command and leadership 
abilities. Turns are divided into four phases 
for each side: movement, defensive fire, 
offensive fire and melee. During combat, 
units lose strength points as they take 




WELCOME HOME Gettysburg finally returns quality Civil War 
gaming to the table, with great graphics, multimedia, details and 
scenarios. 



casualties, gain fatigue points through 
melee or prolonged exposure to enemy 
fire and can become disrupted or routed 
under the stress of combat. 

Players familiar with Ardennes will 
have no trouble diving right into 
Gettysburg. However, as with 
TalonSofts first game, the moving and fir- 
ing of units isn't as intuitive as it could be 
and requires both some consultation with 
the manual and a little practice. A handy 
toolbox with push-button icons enables 
you to customize the screen display, zoom 
the map in and out and give orders to 
your units. Unfortunately, you must reset 
your screen display" preferences each time 
you start a new game or load a saved 
game. 

The 3-D map view gives Gettysburg 
the look and feel of a miniatures game 
while the 2-D map provides a board game 
perspective. There's also a "jump map" 
that displays the entire battlefield and 
enables you to move to any location on 
the map by clicking on a spot. Most play- 
ers will opt for the zoomed-in 3-D view 
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because it provides the most dramatic and 
realistic depiction of the battlefield. 
Important landmarks, such as Devil's 
Den, Little Round Top and Cemetery 
Hill, arc easily recognizable. If you want 
more information, holding down the Shift 
key toggles a compass rose and displays 
the names of the landmarks as well as the 
names of local landowners. 

MINIE BALLS AND CANISTERS 

The game does a reasonably good fob 
of emulating Civil War tactics and the 
strategics used by both sides at 
Gettysburg. Rifle fire is most effective 
from medium to short range, and some- 
times even then doesn't seem terribly 
lethal. Melee combat is possible, but 
because it fatigues and disrupts your 
troops, it should be employed only when 
you're certain of winning the engage- 
ment. Artillery* isn't as useful for softening 
up the enemy defensive positions as it is 
for repulsing a determined offensive. 
Troops holding the high ground, dug in 
behind breastworks, or in good defensive 
terrain cause real problems for an attacker. 

The game's greatest weakness is its AI. 
Veteran wargamers, especially those 
familiar with the armies and events at 
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Scenarios, Files and Hops 




■hen you load a saved game or start a modem game in Battleground: 




F Gettysburg, it's important to know which map module corresponds to 




which file or scenario. 






Scenario Title 


File Name 


Map Module 


01. 


First Contact 


mrscn 


McPherson's Ridge 


02a. 


Out of the Mist 


julylama.scn 


The Battle of Gettysburg 


02h. 


Out of the Mist 


julylamh.scn 


The Battle of Gettysburg 


03a. 


A Rock and a Hard Place 


julylpma.scn 


The Battle of Gettysburg 


03h. 


A Rock and a Hard Place 


julylpmh.scn 


The Battle of Gettysburg 


04a. 


Decisions, Decisions! 


july2ama.scn 


The Battle of Gettysburg 


04h. 


Decisions, Decisions! 


july2amh.scn 


The Battle of Gettysburg 


05a. 


Double Envelopment 


july2pma.scn 


The Battle of Gettysburg 


05h. 


Double Envelopment 


july2pmh.scn 


The Battle of Gettysburg 


06. 


The Wheatfield to Round Top Irt.scn 


Little Round Top 


07. 


Too Little, Too Late 


ch2nd.scn 


Culp's Hill 


08a. 


Fight or Retreat? 


july3ama.scn 


The Battle of Gettysburg 


08h. 


Fight or Retreat? 


july3amh.scn 


The Battle of Gettysburg 


09. 


Culp's Hill, Bloody Hill 


ch3rd.scn 


Culp's Hill 


10a. 


The Final Assault 


july3pma.scn 


The Battle of Gettysburg 


101). 


The Final Assault 


july3pmh.scn 


The Battle of Gettysburg 


11. 


The High-Water Mark 


pd .sen 


Pickett's Charge 


12. 


Pickett's Charge 


pc2.scn 


Pickett's Charge 


13. 


The Battle of Gettysburg 


july 1_3.scn 


The Battle of Gettysburg 



Note: h=Historicai AI; a=Alternative AI 



Gettysburg, will have 
little trouble besting 
the computer player 
w hen using the man- 
ual control option. 
Hie AI will often lead 
with unsupported 
artillery batteries, 
attack piecemeal and 
leave important lead- 
ers sitting in the open 
to be easily captured. 
r lTie "semi-automatic 
AI" offers greater 
challenge: you can 
either take general 

command of an anny and let the comput- 
er handle implementation or command 
an individual brigade or division while the 
computer handles the rest of the army. 
With the computer AI "helping" your side, 
battles are more challenging and more 
realistic. 

THE DEVIL TO PAY 

Even with Gettysburg's increased 
emphasis on realism, some overly simplis- 
tic features remain from Ardennes. For 
example, you know just as much about 
every enemy unit spotted as you do about 
your own units. In addi- 
tion, all units are treated 
as either spotted or 
unspotted. If you can 
see an enemy unit, it 
can see you. In a two- 
player modem game, 
this makes it very diffi- 
cult to ambush your 
opponent. Unlike 
Ardennes, 
Gettysburg does not 
include a scenario edi- 
tor, nor docs it include a 
play-by-E-mail option. 
Although 

Gettysburg is nearly 

bug free, its not without 
its glitches. The manual 
fails to mention that 
when a unit moves and 
fires, it does so at half its 
nonnal effectiveness. 
Starting a modem game 
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THE BLIMP CAM The impressive 3-D view captures a minia- 
tures feel, and makes the action more compelling and excit- 
ing. 

as described in the manual doesn't work. 
fThe host player must choose the sce- 
nario by selecting "File" from the pull- 
clown menu, selecting "Open," and then 
loading the conect file for the scenario.) 
Some of the information in the manual 
differs from the online help. In addition, 
double-clicking on the README icon 
produces a jumbled text file instead of the 
list of which map modules go with the 
various scenarios. This is very important 
when reloading a saved game or starting a 
modem game (see chart). 

Overall, Grri'lYSBURC is an outstanding 
game that does justice to the American 
Civil War period. With TalonSoft schedul- 
ing a Waterloo game for release in April 
and another Civil War game based on 
Shiloh in May, it seems that gamers 
whose interests lie in 19th century warfare 
can see an end to their gaming drought 
and a good chance of some soaking 
downpours in the spring. % 

►APPEAL: Battleground: Gettysburg is 
a must for American Civil War enthusi- 
asts and wargamers. 

►PROS: This game offers beautiful 
graphics and 3-D maps, effective use of 
multimedia, modem play option, indi- 
vidual scenarios covering key engage- 
ments and a campaign game. 

►CONS: Weak AI, sometimes confus- 
ing documentation, 
no scenario editor 

or play-by-E-mail MB ■ -fr 
capability and sim- ^ 
plistic sighting _ Jjfl 
rules weaken an 
otherwise strong 
effort. 
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©1994 Software Publishers Association 



SOFTWARE 



PUBLISHERS 



ASSOCIATION 



REVIEW • WARHAMMER: SHADOW OF THE HORNED RAT 

Storybook 
Wargames 




The World Of Warhammer Lands A Solid Hit On Desktop Wargaming 

by Peter Olafson 




Price: $50 
System requirements: 

IBM compatible 486/66 
or better (Pentium rec- 
ommended), 8 MB 
RAM, SVGA graphics, 
2x CD-ROM drive; 21 
MB hard drive space, 
Windows 95, mouse; 
supports Windows 95- 
compatible sound cards 
# of players: 1 
Protection: None 
Design: Steve Leney, 
Gavin Moore, Jeff 
Gammon, Richard 
Castle and Andy Jones 
Publisher: Mindscape 
Novato, CA 
(415) 897-9900 
Reader Service 9: 346 



I'm not much of a hard-core 
wargamer, but I have a long-run- 
ning love affair with games about 
war: little animated guys running 
around, wielding nasty weapons, 
shrieking deathcries and falling 
over in their own blood. 
PowerMonger caught my eye, 
Dune II was a long and lovely 
waltz and COMMAND & 
Conquer, a whole lost weekend. Now, 

W\Ri lAMMER: SHADOW OF THE HORNED 
Rat from Mindscape, has captured all my 
attention. 

Its a slight!)' 'lblkcinesque — and more 
tactical — turn on those earlier games set 
in the Warhammer universe of the table- 
top RPG. You're in charge of a troop of 
mercenaries based at the town of 
Wissenheim and begin the game by tak- 
ing a range of general tasks: the first is 
defense of a nearby town, the second 
escorting a merchant caravan. 

Of course, there's something larger and 
darker looming in the background. The 
Skaven — a race of militant ratmcn — 
have come into possession of a magical 
Elven crystal called 
the Warpstone. They 
mean business, and 
their business is good 
business for your little 
army. 

Before each mis- 
sion, you choose 
which of your troops 
will join in the convoy, 
and then set a march- 
ing order (meaningful 
only in the event of 
ambush). Afterwards, 
you look upon a 



I 



handsome world 
map, across which 
a dotted red line 
winds its way. 
When it stops, the 
fighting usually 
starts. 

The battles take 
place within a rich- 
ly-textured land- 
scape seen from a 
bird's-eye point-of- 
view. You can 
rotate it, zoom in 
on it and roam 
across it using the 

mouse; and it's worthwhile to do so simply 
for the aesthetic pleasures of exploration. 
You may find little villages populated by 
tiny people, scavenger birds circling for 
corpses, rain-dappled rivers, working 
windmills, churches with graveyards, great 
rocky outcroppings, a fortress parapet and 
buildings scaned by war. 

You'll also use the mouse to set up your 
troops in the deployment phase. After 
that's done, the real-time combat begins. 



. I. s ■ 




We'll not fight the Elven-folk. 



[ 



SAVE THE FAIRIES Wrapped around Warhammer is a classic 
good versus evil plot, centering on the mysterious, and stolen, 
Elven Warpstone. 



LISTEN UP Bloodthirsty commanders aren't the only wonders of 
Warhammer, a world of fantastic creatures, vermin-like villains, 
and epic conflicts. 



A tour of the battlefield will find troops on 
the march, others in headlong retreat, 
anows singing for blood, heavy mortars 
booming overhead and unit commanders 
calling out orders. It is easy to play, and 
you should be able to master the first few 
missions in happy ignorance of the 
instmctions {however, you'll do even bet- 
ter if you pore over the fine 120-page man- 
ual and brief supplement first). Control is 
handled largely via a battery of layered 
icons in the lower right-hand comer. It's 
fairly straightforward: footprints for mov- 
ing, crossed-swords for attack, a skull to 
cancel, a horn to charge and so on. 

However, for all that ease of play, 
WARHAMMERs scenarios become progres- 
sively harder to win. Unless you're lucky, 
you'll eventually find the battlefield deco- 
rated with your dead, dying and fleeing, 
and someone will issue a despairing cry of 
"All is lost!" So it will be, and you'll have to 
either restore a saved game to re-fight the 
battle or check out how well the design 
team has integrated "failure" into the sto- 
ryline. 
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Admittedly, without SimulEyesVR, 
PC gaming only requires 
half the ea uipment. 



Is it you, or is your gaming missing something? If you're not playing 
with a pair of SimulEyesVR stereo-vision 3D glasses, you're missing 
plenty. Like true stereoscopic depth perception, stunning realism and, of 
course, that wicked adrenaline buzz you play for in the first place. 

SimulEyesVR delivers it all in a pair of electronic glasses that install 
in seconds and transform your DOS or Windows™ multimedia PC into a 
wildly realistic environment for compatible 3D games. Made by 
StereoGraphics", SimulEyesVR are lighter and more comfortable than 
head mounted displays, support multiple simultaneous users and run as 
fast as your graphics system can go. And all for the amazingly affordable 
price of just $179, including Interplay's™ best-selling Descent™: 
Destination Saturn and two other games. 

Take advantage of all the equipment you were bora with. There's 
only one way to get the kind of sweaty palmed, dry mouth, wide eyed 
excitement you crave. SimulEyesVR. This you gotta see!™ 

Order your pair for j ust $179, or g et the name of 
the retailer nearest you by callin g 1-800-SIM-EYES . 

http://www.stereographics.com 




S I m U L E Y E S • 



Descent and Interplay ore trodemurks of Interplay, Inc. StereoGnjphks is o registered trademcrk. end SimulEyes is c Irademork of the StereoGrophics Corporation. Ml other trademarks ore the property of their respective owners. ©1996 StereoGrophks Corpomlion. 
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REVIEW • WARHAMMER: SHADOW OF THE HORNED RAT 



If you're successful, you'll see a unit-by- 
unit assessment of damage meted out and 
experience gained— a nice touch which 
ought to be included in more 
wargames— and a balance-sheet on how 
the outcome improves your cash flow. 
You'll have a chance to take on replace- 
ments for the dead and w ounded, hire 
any new units that have contacted 
Dietrich (your dry-humored agent), and 
then it's on to the next mission. 

Often, you'll have a choice of direc- 
tions here. For instance, once you've 
recovered the kidnapped family of the 
border prince Sven Carlsson, you can 
remain in his employ and undertake a 
campaign against the local ore and goblin 
population; accompany your new-found 



ips For Taming The Horned Rat 



It's possible to win battles but lose the war by taking unac- 
ceptably high casualties. If you find you simply can't get 
through a mission no matter what approach you take, it's 
likely that some of your units took too much of a drubbing 
in earlier engagements. Save often, and be prepared to replay 
scenarios. 

Magic is invaluable. You'll pick up an Amber Wizard early in 
the game. Keep him safe in combat, study his spells and use him 
prudently. In particular, use The Curse of Anraheir, with which 
Allor begins the game. It's an exceptionally useful spell for dimin- 
ishing the combat effectiveness of enemies, and will drive some 
into a state of panic. 

Don't let the Grudgebringer 
Cavalry do all the work. It's a 
great unit, and there are few 
things more invigorating than 
watching its riders spur their 
horses to a gallop for a charge. 
But if you use them as your 
main instrument, they'll also 
get the lion's share of experi- 
ence. Share the wealth, and try to 
build a balanced force. 
If you find an NPC unit already on the battlefield (dwarves, for 
instance), don't let it stand alone against the enemy. Send assis- 
tance immediately. The unit may not be under your direct control, 
but every ally is valuable in a close fight. 

By the same token, don't squander your own forces in a series 
of one-on-one battles. A combined-arms approach is much more 
effective. One great tactic is tying down an enemy with a flank 
assault and then hitting it from the rear with cavalry. 

Following these tips will maximize your army's strength and 
keep Pyrrhic victory at bay. 



dwarven ally on a trek northeast to lift the 
siege at Zhufbar; or escort the ever-crabby 
elf lord, Ceridan, on a trip to Loren Forest. 
This is a decided step up from previous 
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wargames. The 
role-playing ele- 
ments allow 
Warhammer to 
escape the trap of 
wargame/RPGs 
that fall into a 
simple pattern of 
battle, story, bat- 
tle, story. And the 
emphasis on 
maintaining an 
army whose basic 
status is preserved 
from scenario to 
scenario means 
you have to be 
much more careful about how you con- 
trol your armies, lest you lose too many 
troops to battle and find yourself short- 
handed for the next fray. This more realis- 
tic approach is both welcome here and 
missing too often in other wargames. 

A few caveats, however With all the 
graphical detail options enabled, scrolling 
around the battlefield once the battle is 
joined can be slow, even on a 133 MHz 
Pentium. Now and then, units that have 
regrouped after a combat will thereafter 
be extremely recalcitrant when receiving 
orders, acting as though they never heard 
them. There are five saved positions in the 
game, but it's about five too few to my 
thinking. Thankfully, there is a "last game" 
function, alleviating some of the stress of 
having to remember to save before each 
battle. 

Moreover, while I'm told the Skaven 
have always been less-than-serious char- 
acters in Warhammer, as a newcomer to 
this game system, I found an odd disparity 
between the terse exchanges of the pre- 
scenario briefing screens and the broad, 
sometimes comic-relief quality of the cut- 
scene story animations. Of course, those 
who've read the Warhammer novels will 
feel right at home with this schizophrenic 
shtick. 

Final!}; I love the sense of choosing my 
own direction, but its a sense that dimin- 
ishes after the initial blush. 'Hie game's 
paths are more like cul-de-sacs off a cen- 
tral road, and choosing some alternatives 
sometimes means simply forestalling oth- 



SADDLE UP The beautiful graphics, richly-detailed landscapes, 
diverse scenarios, and easy-to-control interface combine to make 
an inviting wargaming campaign. 



ers. Moreover, in spite of chasing down a 
few cul-de-sacs, only success really counts 
in WARHAMMER This will force all but the 
most skillful players to reprise the same 
critical scenarios over and over to obtain a 
better result. 

That's fine in terms of the life of the 
game, but it's less like writing a story than 
being forced to follow one, and it might 
have been nice to develop a range of pos- 
sible paths delineated by level of success 
{as we're told the original design was to 
have had). After all, even the WlNG 
Commanders had winning and losing 
paths. Mindscapc does plan to enhance 
the rolc-playing clement in the sequel, 
now under construction, so perhaps 
there's hope for an even better game in 
the near future. 

All things considered, for me, SHADOW 
OF THE HORNED Rat represents hopes 
gratified and expectations satisfied. This is 
the promise of PowerMoncer fulfilled, 
and I await the next waltz with bated 
breath. % 



►appeal: This game is for folks 
who like a well-developed, accessible 
wargame with rich detail. 

►PROS: Splendid graphics, lively bat- 
tle sequences, sensible controls and 
the ability to 
choose your mis- 

Needs jjj£# H ^ 

more depth to the IH 
role-playing ele- 
ments and lacks 
multiplayer mode. 
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The battle doesn't begin until I say it begins. 

It's my game and I control the course of conflict. 

If pu nrant to plag then gou better get serious. 

This ain't no lilu-liuerEd, 

thumb sucking mama's boy game. Mruh. 

This is roar, messy and mean. 

Somebody's going to get hurt 

and it ain't gonna be me. 

I'ue got gou in my sights 

and pu look like a sucker. 

II puny little [ybrid sucker. 



p. s s r a \ i F o \< c i 
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'EARLY CONTENDER FOR BEST STRATEGY GAME OF 1 996." ■ strategy plus magazine 

Introducing the strategy war game from the EarthSiege" universe. 
See your software dealer, call 1-800-757-7707, or check out http://www.sierra.com. 



SIERRA' 



©1 996 Sierra Online, Inc. ® and/or TM designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. 
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REVIEW • BATTLES IN TIME 



Out of Time 

Endless Repetition Equals Poor Wargaming 

by Tim Carter 




Price: $59.95 
System Requirements: 

IBM compatible 386/33 
or better, 4 MB RAM, 
SVGA graphics, 14 MB 
hard drive space, 2x 
CD-ROM drive, mouse; 
supports Sound Blaster 
compatible sound cards 
and modem/null- 
modem play 
# of Players: 1-4 
Protection: None (CD 
must be in drive to 
play) 

Designer: Rod Olsen 
and Bruce Williams 
Publisher: American 
Laser Games/QQP 
Albuquerque, NM 
87109 
(800) 880-1718 
Reader Service if: 347 



Once, there was a nifty little 
company that specialized 
in strategy games. The 
graphics and sound were 
hardly cutting-edge, but 
the games were so chal- 
lenging—and so fun- 
that true gamers really 
didn't mind. Sadly, 
Battles in Time, though 
it comes with more hells and whistles than 
say, Tup: Lost Admiral or Conquered 
Kingdoms, is a complete dog. 'Hie prob- 
lem isn't the premise, but the execution: A 
future Earth, free of war, suddenly comes 
under alien attack. You have been sent 
back in time to refight historical battles, 
rc-lcaming the ancient art of warfare in 
order to lead the defense of Earth against 
the alien invaders. 



available during that 
era. Armies are built 
to capture cities, 
which provide points 
for building more 
armies, and each 
army comprises up 
to twelve units. 
When two opposing 
armies meet, the 
map zooms in to a 
tactical display, and 
the individual units 
fight it out. 
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TIME TANGLE There's no need to spring for a stealth fighter, 
when even dinosaurs are outfitted with missiles. 



Scenarios are selected from one of four 
time periods: prehistoric, Ancient Rome, 
World War II, and the near future. To fight 
the aliens, you must first complete a cam- 
paign comprising one battle from each of 
the four periods. 

Each time period has four maps, each 
of which sets the parameters for a generic 
war using units that roughly match those 



ARMOR-PIERCING CATAPULTS 

Unfortunately, none of the battles 
offered bear any resemblance to history. 
Now, I have nothing against generic 
games. Some, like The Lost Admiral, 
are actually more fun 
without the historical 
constraints. But 
Battles in Time is so 
vanilla that the differ- 
ences between units 
across time frames 
are non-existent. For 
instance, the Romans 
have catapults that 
fire exploding projec- 
tiles halfway across 
the tactical map. 
Other than the 
graphic, these units 
behave exactly like 
WWII era artillery. In 
fact, most units have identical counter- 
parts in other time periods, save for a 
facelift. In the prehistoric era, Brontosaurs 
with area-fire artillery and missile-loaded 
Pterodactyls aren't just inaccurate, they're 
ludicrous. 

Another problem is the large number 
of armies available to each side, which 
makes for extremely repetitive gamcplay. 



BRIDGE OVER TROUBLED WATERS Even as a generic game, 
Battles In Time fails to excite, especially with its repetitive 
units and lack of any real strategy. 

The sheer number of units, and the ability 
to regenerate them each turn, create far 
too many tactical battles that look and feel 
similar regardless of terrain or the units 
involved. At the strategic level, an army of 
twelve infantry moves as fast as an army of 
twelve tanks! (Maybe if they were riding 
Brontosaurs, they'd go faster...) 

1 can't remember the last time I saw a 
more dysfunctional game. Only if it were 
played for laughs would BAITLES In TIME 
have any sort of merit. On the exterior, it 
appears to work properly. Once you get 
into it, however, the game reveals itself to 
be, at best, a sorry joke. % 



> QQP has been dissolved by its parent 
company, American Laser Games. 
See Briefings for more details. 

►APPEAL: No one who appreciates 
good wargames will want to play this 
game. 

►PROS: It soonds like a good idea 
before you install it. 

►CONS: The 
game is boring 
and repetitive; and 
the bomb-chucking 
dinosaurs will 
make you sick 
with disbelief and 
irritation. 
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REVIEW • GREAT NAVAL BATTLES, VOLUME 4: BURNING STEEL 



mm 



Hulks 01 The 
Atlantic 

A Change Of Scenery For World War II Naval Battles 




Price: $45 
System Requirements: 

IBM compatible 386/33 
or better, 8 MB RAM, 
SVGA graphics, 14 MB 
hard drive space, 2x 
CD-ROM drive, mouse; 
supports most major 
sound cards 
# of Players: 1 
Protection: none (CD 
must be in drive to 
play) 

Designer: Roy Gibson 
Publisher: Strategic 
Simulations Inc. 
Sunnyvale, CA 
(408) 737-6800 
Reader Service #; 348 



By Bob Proctor 

SSI has released yet another 
naval battle game, this one 
set in the European seas. In 
many respects, GREAT 
Naval Battles 4 is similar 
to its predecessors, with 
data for British, German, 
Italian, French and Soviet 
ships, in lien of Pacific pow- 
ers. What 1 like best about 
the Great Naval Battles series are the 
small, six-to-eight-ship battles. These 
show off the superb graphics to best 
advantage and are small enough to let you 
manage every ship effectively. 'ITiere are 
very few scenarios like this in GNB4. 
Instead, you get a heavy dose of fleet 
actions, and controlling these numerous 
forces tends to get very laborious. For me, 
six to eight ships is about my limit; others 
may find their tolerance higher or lower 
but I doubt any one will have the patience 
for a Trafalgar II or a Jutland 1940 sce- 



STAYING IN FORMATION 

The problem is partly in the AI and 
partly in the game design. The AI does a 
poor job in too many areas to be a good 
assistant in battle. The first problem is 
keeping ships in formation, specifically 
"I ine Ahead" formation. Almost every 
task force begins in this formation with 
the flagship in the middle of the line. As 
soon as you order a course change from 
the flagbridge, the flagship turns and all of 
the ships in front of it begin a Keystone 
Kops routine to get back on station. In a 
battle, you lose control of range and target 
bearing for one-third to half the ships in 
the task force unless you adopt individual 
control! A second problem is target selec- 
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TOWING THE LINE Great Naval Battles 4 has some pretty graphics and a good inter- 
face, but is only a bland addition to the GNB lineup. 



tion; most of your ships will automatically 
select the biggest target. This affects accu- 
racy and makes all of your fire less effec- 
tive. The only solution is to go to manual 
mode on each ship and constantly check 
and recheck its targetting. A third problem 
is with torpedoes; put simply, the AI won't 
fire them at anything other than point- 
blank range. Finally, the game design 
won't let you form task forces at sea, for, 
say, torpedo runs or to fire smokescreens. 

ENEMY IN SIGHT, CAPTAIN 

Of the 16 scenarios, only a few arc 
interesting. The British confrontation of 
the Gemian Bismarck and the battle 
against the pocket battleship Graf Spee 
near Uruguay, are small battles. 'Hie oth- 
ers are the Atlantic convoy battles, which 
include hypothetical sorties by the Tirpitz 
and Graf Zeppelin, as well as historical 
raids by the Scharnhorst and Lutzow. 

All the other scenarios put a bewilder- 



ing array of fleets in action, some histori- 
cal and others hypothetical. 

Great Naval Battles 4 is a compe- 
tent game and there isn't anything better 
at the tactical level. It's too bad SSI didn't 
make the computer a more capable assis- 
tant. At times, GNB4 shines through with 
a few small, engaging battles, but other- 
wise it's a mediocre addition to the GREAT 
Naval Battles series. % 

►APPEAL: Any fan of GNB3, or a 
gamer with a propensity for micro- 
management, will enjoy this game. 

►PROS: The interface and graphics 
are great; the game engine works well 
for gunnery duels. 

►CONS: The AI is 
so poor it forces 
players to micro- 
manage too much, 
and the majority of 
scenarios provided 
aren't very excit- 
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UnravelingThe Mystery Is JustThe Beginning. 

■ SECRETS OF THE 




THE MARKETPLACE 



WANTED 

Experienced game designers, programmers, 
graphic engineers. We want you to be a part 
of a company whose revenue reached 200 million 
last year. We offer executive's salary, plus bonus 
for relocation. Please send resume or demo work 
to: 47703 Fremont Blv. Fremont, CA 94538 
Attn. Department of Talent Develop & Search 
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SSI'S IBM CD-ROM 20 WARGAME CLASSICS 

This unbelievable CD-ROM bundle is ONLY S33 and includes 22 games plus over 50 additional scenarios. Panzer 
General, TANKS!, Battles of Napoleon, War in Russia, Clash of Steel, Pacific War, Warlords, Panzer Battles, etc. 



• ASK FOR OUR FKKK STEEL PANTHER PREMIER NEWSLETTER ISSUK (7 SCENARIOS)!! * 
STEEL PANTHERS SCENARIO DISKS: 



$25 Disk 1: 
$25 Disk 4: 
$25 Disk 9: 



Dnepr River Crossing 
Patton in North Africa 
Marsh al 1 s/Marianas 



$25 Disk 2: 
$25 Disk 5: 
$25 Disk 1 1 : 



British in Normandy 
Guadal canal/Tarawa 
N. African Campaign 



$25 Disk 3: Battles for Okinawa 
$25 Disk 6: Stalingrad Campaign 
$35 Disk 20: iSurb;iross;i Campaign 



$39 Steel Panthers $39 WCS3: Rifles $42 Allied General $45 Silent Hunter $42 Panthers-Shadows 

$42 DDay America Invades $48 SU-27 Flanker $46 Battle: Getty. $46 Battle: Ardennes$30 Road Sumter-App. 

$15 Battles of Napoleon $15 Gettysburg $15 Warship $20 Defend Alamo $42 Tigers on the Prowl 

$32 Custers Last Command $15 Mech Brigade $15 Stellar Crusade $10 War in Russia $42 Last Blitzkrieg 



We also carry Scenario Disks for Empire II, WCS3: Age of Rifles, Battles of Napoleon, WCS2: TANKS! 
$15 Pacific War Editor v. xl.22 $10 Mo' Slo (Slows down fast computers) $15 TANKS! Ultra Modem Database 



Add $4.50 ($6 Airborne) Shipping. CA add 7.25% tax. NOVASTAR GAME CO. 

Hours: 8:00 am to 5:30 pm PST Monday-Saturday PO Box 10, Rocklin CA 95677 

Visa, M/C, Am. Exp, Checks, Money Orders (916) 624-7113 • Fax (916) 630-1009 « novastar@vfr.net 



y R&G GAMES H 

PO BOX 5008 Glendale Hts, IL 60139 

We Buy s Sell New s Used IBM Games a Hintbooks 
Top Dollar paid for newer games. Check or 1 0% more for 
credit usually processed in just 1-2 days. Our Used games 
have boxes disks & manuals more in stock call for prices: 



Absolute Zero CD 


$30 


Mechwarrior 2 CD 


$34 


Aces of the Deep 


$20 


Mission Critical CD 


$26 


Aces of the Pacific 


$15 


Nascar Kacmg 


$34 


Alone in Dark 2 


$25 


IvOH Live 50 yU 


$28 


Alone in Dark 3 


$32 


NHL Hockey 95 CD 


$28 




$22 


VULLXJoL \s\J 


$15 


Ascendancy CD 


$33 


Phantasmagoria CD 


$36 


Battle Beast CD 


$30 


Primal Rage CD 


$35 


Caesar 2 CD 


$35 


Raven I oft CD 


$20 


Comnd&Conquer 


$36 


Return to Zork CD 


$20 


U3rK horces UU 


$28 


Cam Z May PR 


$22 


Descent CD 


$22 




$30 


I lie Uly L*U 




Chiunre m 

oiiiverb 


$30 


Dragon Lore CD 


t9d 


Sim City 






$37 


apace uuesi o uu 


$32 


Earthsiege CD 


$30 


Star Trek Final Unity 


$37 


Fade to Black CD 


$37 


Stonekeep CD 


$37 


Fifa 96 CD 


$30 


System Shock 


$15 


Frt Pg Sp Bbl 94 


$24 


Tank Comnder CD 


$30 


Frt Pg Sp Ftbl 95 


$25 


Tie Fighter 


$20 


Full Throttle CD 


$29 


Transport Tycoon 


$28 


Hardball 5 CD 


$30 


Voyuer CD 


$33 


The Hive CD 


$37 


Warcraft CD 


$27 


Lands of Lore CD 


$18 


Witchaven CD 


$30 


MS Flight Sim 5.0 


$26 


Wing Comder 3 CD 


$33 



For details or to order Call S 1 -800-525-GAME 
Free UPS Shipping with purchase of $75 or more 

Visa, MC, Discover, Cashier Check, Money Order accepted 
Shipping UPS S5, Overnight S9 COD available $1 0 
All games musl have original boxes, disks S manuals (NO COPIES) in good 
condition, wcrting, complete S vims free. Any unacceptable games will be relumed 
at your expense S5upsperbox. Price a Availability subject to change. 
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Circle Reader Service #177 



COMPUTER 

GAMING WORLD 

175,000 

Volume 
Game Buyers 
Each Buying an 
Average of 1 8 
Games a Year 

Put the power of this 
audience to work for you. 
Call Marci Yamaguchi for 
advertising information 
(415) 357-4920 



ACTSUFTH 



AFFDRDABL 
S E L E C 



E CD 
T I 



RDM 
0 N 



HOT SELLERS 



GAMES 

Command & Conquer 
Lemmings Chronicles 
Slip Stream 5000 
Terminal Velocity 
Need for Speed 
Warcraft 2 
Lode Runner 
Rebel Assault 
Dragon Lore 
Lord of the Rings 
NHL 96 
FIFA 96 

X-Wing Collection 
Mech Warrior 2 
11th Hour 
7th Guest 
Black Night 
F-14 
Hexen 
Stonekeep 



$42.00 
$14.00 
$21.00 
$24.00 
$41.00 
$41.00 
$22.00 
$19.00 
$14.00 
$14.00 
$39.00 
$39.00 
$35.00 
$34.00 
$44.00 
$18.00 
$24.00 
$18.00 
$42.00 
$42.00 



21 AND OVER 

Dream Machine 
Dream Machine2 
Night Watch 3 
Sey More Butts 2 
Private Prison 
Space Sirens 
Space Sirens 2 
Hot Leather 
Deep Throat Girls 4 
Nasty Parts 
Virtually Yours 2 
Vampire's Kiss 
Virtual Sex 
Virtual Sex Shoot 
Latex 

Virtual Valerie 2 
Sorority Sex Kittens 
You're the Doctor 
Porno Poker 
Virtual Vixens 



$35.00 
$39.00 
$39.00 
$39.00 
$39.00 
$32.00 
$35.00 
$28.00 
$28.00 
$35.00 
$32.00 
$35.00 
$35.00 
$37.00 
$39.00 
$39.00 
$39.00 
$29.00 
$35.00 
$23.00 



OVER 300 ADULT TITLES 



ORDER NOW! 

800 560 6234 



Circle Reader Service #245 



A| QQ O D ITO PO BOX 234 DEPT 10601 

INT'L 802-767-3033 FAX 802-767-3382 

"OVERNIGHT SHIPPING in US S4 per order. Mall to Canada, PR, HI, AK, flPO. FPD$4per order. Worldwide airmail SS per item. Handling S2 per shipment. Hardware orders may requite additional shipping charges. Visa, MC and Discover accepted. 
Checks held 4 weeks. Money Orders under SZOO same as cash. COD S8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call lor details. 





THE GRANDEST FLEET 



AD&D EYE OF THE BEHOLDER 3 



Only one fleet will be left afloat in this thrilling master- 
piece from QQP. Experience the grueling campaigns, 
the agony of defeat and the exhilaration of victory!!! 
Develop cultural resources and manage the growth of 



your population. 



$16 



'ASSAULT ON MYTH DRANNOR* has the hottest graph- 
ics, more colors and more cinematics than ever. Prepare to 
be transported to the ruined city of Myth Drannor in the 
Forgotten Realms world, where you must wrest an artifact 
of divine power from the dread lich Acwellan. $19 



VF0R VICTORY 



WING COMMANDER DELUXE 



'D-DAY UTAH BEACH 1944' thrusts you into the role of 
a military strategist during the Normandy invasion of 
WWII. As the American commander, you must overcome 
strong German resistance to occupy the Cotentin penin- 
sula and the vital port facilities at Cherbourg. CD $12 



You may be the hottest pilot in the starfleet, but 
72 dogfight filled missions against the Kilrathi 
oughta cool your jets. Race into the Wing 
Commander Deluxe Edition and blast your way 
through the Vega Campaign! CD $19 



CALL TOD A Y FOR BEST SELECTION 



800-699-4263 



SOURCE 10601 





IBM ARCADE | I IBM ROLEPLAYING I IBM SIMULATION 



Castle Wolfenstern Shareware S6 

Champions of Krynn CD $16 

Chaos Continuum CD 51 2 

City 2000 CD $12 

Fortress of Dr. Radiaki S15 

Fortress of Dr. Radiaki CD $15 

Fourplay $12 

GrailQuest S9 

Hand of Fate S12 

Heart of China S9 
Hell Cab CD 



a CD 



$15 
$16 



King's Quest 6 OEM CD 
Kronolog : Nazi Paradox 

Lost Files of Sherlock CD $15 

MorphManCD S19 

Nerves of Steel CD $19 

PsychotronCD S17 

Quantum Gate WIN CD S19 

Rex Nebular 5.25 $12 

Rex Nebular 3.5 $16 

Return of the Phantom S16 

Sam & Max Hit the Road $19 

Secret Monkey Island S12 

Simon the Sorcerer $19 

Spellcasting 101 $9 

Star Trek: Judgement Rites $1 5 

Swap $9 

The Prophecy $16 

Tom & Jerry $9 

Total Distortion CD S19 

Who Killed Sam Rupert CD S16 



Soccer Kid 

Super Arcade Games CD 
Taking of Beverly Hills 
Top 100 Games 2 CD 



Allied Forces 5.25 S9 

Allied Forces $12 

Dynamix Bundle 1 $9 

Fantasy Collection CD $19 

GamePack CD 2 CD S10 
Grand Slam Bridge 2 & 

Kasparov s Gambit Bun CD S15 
Interplay Classic Collect'n CD S9 

Jet Pack CD $19 

PGA Golf 8 Wrld Tennis CD S19 

Power Hits: Battietech CD $19 

Take Ten CD $19 

Zoot Bundle (1&2) CD $19 



IBM EDUCATIONAL 



Algebraic Proposer $19 

Dinosoft Multiply 8> Divide $12 

Dinosoft Typing Tutor S1 0 

Dyno-Quest $9 

EcoQuesl 5.25 or 3.5 ea $9 

Principles of Chemistry S19 
Quarky Quaysoo's Turbo Sci 516 

Super Solvers: Out #'ed 35 519 

Word Attack Plus! Spanish 519 








Daring to Fly CD $9 


5th Dimension CD 


$19 


Everywhere Travel Guide CD $9 


Aliens Ate My Babysitter 


S19 


NFL Yearbook WIN CD $12 


Creepers 


$19 


One World CD S9 


Crime Patrol CD 


$19 


Personel Trainer SAT $19 


Gobliiins 


$12 


Robotech: Macross CD $15 


Gobliiins 3 


S16 


U.S. Atlas 59 


Gorg CD 


$9 


U.S. Btleships & Cruisers CD $1 0 


Never Mind 


59 


U.S. President CD $19 


One Must Fall Shareware 


$6 


U.S. Shuttle Fleet CD $10 


Rotox 


$6 


U.S. Spy Planes CD S10 


Sink or Swim CD 


$19 


World Atlas $6 


Sleepwalker 


S19 


World Atlas WIN SB 


CGW396BUDGET1 







SI 9 



$19 



$9 



Champions of Krynn 
Curse of the Azu Bonds 
Daemonsgate 
Dark Queen of Krynn 
Dungeon Hack 
Eye of the Beholder 1 
Eye of the Beholder 2 
Eye of the Beholder 3 
Knights of Legend ChEdit 
Lord of the Rings 1 Char Edi 
Magic Candle 2 
MegaTrave 1 1 er :Z hodan i 
Might & Magic 3 
Pool of Radiance 
Pools of Darkness 
Rings of Medusa 
Rome: Pathway to Power 
Secret Silver Blades 
Sentinel Worlds 1 
Shadow Sorcerer 
Shadow Sorcerer 5.25 SI 
Star Trek TNG:Unity CD Demo S 
Tales Magic: Prophecy Shadow 
Ultima Trilogy 2 
Ultima Underworld 2 
Wof the Lance 



Air Combat Pacific 1942 

Assignment Miami 

Battle Command 

Battle Command 5.25 

Combat Classics 2 

Cyber Race 

Dawn Patrol 

Dawn Patrol CD 

Delta V 

Elite Plus 

Evasive Action 

F15 Strike Eagle 2 

Falcon 3 Scenario 1 Tiger 

Falcon 3 Scenario 2 MiG 2S 

Falcon 3.0 

Fighter Wing 

Flight Sim ToolKit 

Fly the Grand Canyon 

Frontier Elite 2 

Great Naval Battles:Scen B 

Grey Wolt WIN CD 

Gunship 5.25 

Lightspeed 

Precision Approach 

Real Weather Pilot 

Retribution CD 

Seal Team 



Silent Service 2 S16 
Star Crusader Mssn & Spch S19 
Sub Battle Simulator $12 
Ultrabots Sanction Earth $12 
Wing Commander 1 Dlxe CD S19 
W'g Commander 2 Spch Dsk $19 
World Circuit $16 



APBA Baseball S19 
Avalanche Interactive CD 51 9 
Brett Hull Hockey '95 CD $19 
ESPN Sports Shorts CD S9 
Hardball 3 Players Disk S12 
International Sports Challenge $9 
International Sports Chall 5.25 $6 
Jack Nicklaus Clip Art 5.25 $3 
Jack Nicklaus Clip Art S3 
Jack Nicklaus Course Disk 5 S3 
Jack Nicklaus SE Course 1 53 
Jack Nicklaus SE Course 2 $3 
Jordan In Flight CD 513 
Links Pro 386 CD S19 
Links Pro 386 Golf 516 
Links Pro Course Disk 11 $19 
Live Action Football CD 512 
NFL Coaches Club $14 
NFL Video Football 5.25 512 



S16 


NFL Video Football 


512 


$9 


NHL Hockey '94 CD 


$15 


$9 


Power Hits: Sports 


56 


SB 


Pro Football Analyst 92 EditionS6 


$19 


Serious Soccer 


$9 


S8 


Sporting Triangle 


S3 


S16 


Tie Break Tennis 


£6 


$19 


Tom Landry Football 


519 


$19 


Tony LaRussa Baseball 


$6 


$19 


Tony La Russa Baseball 2 92 S3 


$19 


Tony La Russa Baseball 2 93 S3 


S18 


Unnecessary Roughness 


59 


512 


Unnecessary Roughness '95 $15 


$9 


Wayne Gretzky Hockey 3 


$12 


516 


World Hockey 95 CD 


$19 


S16 






516 


H IBM STRATEGY 




59 
519 


Battles of Destiny 


$12 


r $9 




$16 


S19 


Clash of Steel 


$19 


$12 


Colonization 


$19 


$9 


Conquer for Windows 


519 


512 


Conquer Kingdoms 


SI 9 


$9 


Conquer Kingdoms Seen 1 


59 


S19 


Crisis in the Kremlin 


S9 


S12 


Empire Deluxe Scenario 1 


$6 



Fort Apache 


$16 


Grandest Fleet 


$16 


Heirs to the Throne 


$19 


Jutland CD 


$19 


Machiavelli The Prince CD 


$19 


Millenium 


$6 


Project USA CD 


$19 


Qwirks WIN CD 


$12 


RailroTycoon 3.5 


$16 


Realms 


$16 


Rules of Engagement 


$12 


Rules of Engagement 5.25 


36 


Rules Engagement 2 Cmpgn S19 


SabTeam 


$19 


Sim City 2000 Seen 1 WIN 


$14 


Sim City 2000 Scenario 


512 


Sim City Classic Grphcs 1 S 


2 514 


Star Legions 


S10 


Slarship 


S15 


Sub Version 


$19 


Tegel's Mercenaries 


S12 


Terminator 2 Chesswars CD S16 


Walls of Rome 


S19 


Warlords 


56 


Warlords 2 


$19 



BM STRATEGY ' ■ IBM SCREEN SAVER 



Bubblegum Crisis CD 
Doom 2 

Dr Floyds Desktop Toys 
Screen Antics WIN 



Aegis: Guardian of Fleet CD S 
Banzai 

Charge of the Light Brigade S 

Civil War No Greater Glory S 

D-Day: Begining of End CD S 
Dreadnoughts Bis mark 
Dreadnoughts Sismark 5.25 
Dreadnoughts Ironclads 

Fields of Glory CD 5 

Harpoon 2 Battle Set 2 S 

Harpoon Classic CD S 

Harpoon Classic WIN CD 5 
Harpoon Designer Series 
Harpoon Designer Series 2 

High Command S 
Line in the Sand 

MacArthur's War S 

Storm Across Europe $ 

Task Force 1942 S 

Typhoon of Steel $ 
UMS 2 Planet Editor 

V Victory Market Garden S 

V Victory Market Garden CD S 

V Victory Utah Beach CD S 

V Victory Velikye Luki $ 

V Victory Velikye Luki CD S 
Waterloo 



Across the Rhine 516 

Al-Qadim 512 

Alien Legacy 516 

Alone in the Dark 58 

Blackthorne 512 

Indi Jones Graphic Advent $16 

Inherit the Earth S3 

Legend Kyrandia3 516 

Lemmings Chronicles $12 

Lord Rings Volume 2 59 

Marco Polo $12 

Matrix Cubed S6 

Microsoft Flight Sim 5 $12 

Powermonger $12 

Return to Zork 512 

Terminal Velocity S16 

Tunnels: Trolls 56 

Wing Commander 1 & 2 58 

Wing Commander Armada $12 



IBM TRADITIONAL 



3D-ITWIN CD 
Bridge Olympiad 
CD-Romix 2 Prime CD 
CD-Romix 3 Free X CD 
Casino Gambler Kit 



519 

S6 



Dr Thorp's Mini Blackjack 56 
Elements S18 
Even More Incredible Mchine 519 
Even More Inc Machine WIN S19 
Lexicross $19 
NFL 75 Seasons WIN S12 
On Target $6 
Origamo S19 
Prtect Partner Bridge WN CD $12 
Professor Zany's Giveaways S10 
Professor Zany's Jokes... CD$10 
Puzzle Gallery 1 S6 
Sat Night Live 201h Anvrs CD $16 
SolitaireWIN S19 
Solitaires Journey S1 6 

Space Vegetables $6 
TV Gde M-media Cwords CDS19 
Take-A-Break Crsswords CD SI 9 
Ultima Trivia CD S16 
Universal Neverlock S19 
Video Game Solution CD 2 516 
Virtual Reality Studio 2 S9 
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IT'S AS EASY AS 1,2,3 


1. Fill in your name and address and check oil 2. Circle Ifie numbers on Ihe card Itiat correspond lo 3. The literalure will be mailed to you Irom 
your answers lo the seven research questions. Ihe ads or articles you'd like more information aboul. the advertiser tree of charge. 



CIRCLE FOR FREE INFORMATION 
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do you usually hoy computer games! 
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01. □ Once 






































02.DG 


dualed 


:: . f ... 
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02 


□ Once ever/ two t 


mm wet 
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I I 
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03. □Some College or Technical school 



05. □ Posi Graduate school 

2. Computer currently owned It: 

iCiK» si I thai apply} 
0i.2IBMccmpatiole(lntei standard] 

02. □ Macintosh 

03. □ Amiga 

04. 0 Dedicated game mactiine 

05. □None 

3. It Inlet, whai level? (Check one only) 

01 . □ Power PC 

02. □ Pentium (586) 
03.0486 

04. □ 386 

05. □ 286 

4. Do you own (or plan lo buy In neil 6 n 
a CD-ROM? (Check one only) 

01, □Own 

02. □ Plan lo buy (G monifis) 




Title 

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 


Telephone 
1 1 [ I I 1 1 I I 1 


Company Name 

i i i i i i j i i i i i i i i i i i i 


Address 

1 1 1 1 1 1 ! 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 I 1 


City 

1 


State 


Zip 

i t I I I 1 




a 
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ADVERTISER INDEX 



►FREE 



►FREE 



K.S. « CUMI'Wl PKODUCT P\CR 


56 


7th Level 


Arcade America 


73 


246 


Access Software 


Pandora Directive 


156,157 


67 


Acclaim Entertainment 


D 


42,43 


40 


Accolade 


Hardball 


60,61 


4] 


Accolade 


Star Control III 


211 


« 


Acer America Corp 


Aspire Computers 


17 


97 


Aetivision 


Zork Nemesis 


100,101 


37 


Activision 


Spycraft: 'Ihe Great Came 


30,31 


293 


Aetivision 


Hyperblade 


15 


245 


ActSoftlnc 


Mail Order Products 


227 


261 


American Power Conversion 


Back-UPS Pro 


81-83 


243 


Atari Corporation 


Tempest 2000 


131 


50 


Bethesda Softworks 


Terminator / Future Shock 


117 


54 


CAPCOM USA Inc. 


Foxllunt 


162 


68 


Chips & Bits 


Mail Order Products 


88-93 


61 


Chips & Bits 


Role Playing & Board Games 


94-95 


63 


Chips & Bits 


Pinball World 


215 


131 


Chips & Bits 


Solution CD 


179 


45 


Chips & Bits 


Budget Software 


228 


195 


Chips & Bits 


Mail Order Adult 


240 


74 


Computer Express 


Mail Order Products 


108,109 


78 


Creative Labs 


3D Blaster 


87 


79 


Diamond Multimedia 


3D Edge 


34,35 


210 


Domark Software 


Total Mayhem 


129 


267 


Eath Link Network, Inc. 


Total\ccess 


159 


104 


Electronic Arts 


Advanced Technical lighter 


64,65 


90 


Electronic Arts 


Dungeon Keeper 


132,133 


« 


Epic MegaCames, Inc. 


Extreme Pinball 


59 


92 


Falcon Northwest 


Falcon MACHV 


238 


43 


FomiCen, Inc. 


Shadow Warrior 


96 


247 


FomvGen, Inc. 


Xenophage 


23 


70 


FomrGen, Inc. 


DukeNuk'em3D 


C2-C4J 


84 


Forte Technologies, Inc. 


VFX-1 Helmet 


2,3 


93 


Gamer's Gold 


Mail Order Products 


233 


73 


Gold' free Enterprises 


Cylindrix 


79 


53 


GT Interactive Software 


Windows 95 Products 


197 


244 


GTE Entertainment 


NCAA Championship 


174,175 


240 


GTE Entertainment 


EF-2000 


182-185 


98 


Harper Interactive 


Chaos on CD -ROM 


172 


103 


1 'Motion 


Knight's Chase 


47 


217 


1 'Motion 


Virtual Chess 


165 


201 


Interact Accessories 


INTERACT PC Game Accessories C3 


105 


Interactive Magic 


Star Rangers 


70 


107 


Interactive Magic 


Capitalism 


205 


66 


Interplay Productions, Inc. 


Descent II 


38,39 


65 


Interplay Productions, Inc. 


Conquest of the New World 


85 


111 


KOEI 


Romancing Part IV 


202 


251 


Lance Haffner Games 


Courtside College 


204 


115 


LucasArts 


'He Fighter's Collector's 


199 


116 


LucasArts 


The Dig 


4,5 


130 


Maxis 


FullTilt! Pinball 


169 


255 


Maxis 


Mindwarp Teaser 


139 


72 


Media-On 


Mail Order Products 


237 


71 


Media-On 


Marketplace 


227 


125 


Megatech Software 


Power Dolls 


140 



129 


Military Simulations 


Fighting Falcons 


207 


132 


Mindscape, Inc. 


WarHammer: Shadow of 


153 


133 


Mindscape, Inc. 


Pool Champion 


134 


34 


Mindscape, Inc. 


Angel Devoid 


74,75 


196 


Mission Control 


Interactive Quarterly 


239 


199 


Mission Control 


Mail Order Products 


241 


135 


MPG-Net 


Multi-Player Games Network 


200,201 


134 


Multiple Zones 


PC Zones 


167 


139 


New World Computing 


Anvil of Dawn 


52,53 


137 


New World Computing 


Chaos Overlords 


24,25 


219 


Novastar Game Company 


Marketplace 


227 


142 


ORIGIN Systems 


Abuse 


48,49 


141 


ORIGIN Systems 


Cybermage 


27 


140 


ORIGIN Systems 


Crusader 


18,19 


146 


ORICIN Systems 


Wing Commander IV 


. C4 


138 


Philips Media 


Fighter Duel 


195 


145 


Philips Media 


Bum Cycle 


11 


144 


Philips Media 


Alien Odyssey 


105 


143 


Philips Media 


Gear Heads 


141,143,145 


* 


Philips Media 


Gear Heads 


147-149 


277 


PSINet 


Pipeline 


155 


148 


Pulse Entertainment 


Bad Mojo 


111 


177 


R&G Games 


Marketplace 


227 


150 


Sanctuary Woods 


Lion 


107 


152 


Sanctuary Woods 


Riddle of Master Lu 


181 


153 


Sierra On- Line, Inc. 


Ancient Empires 


41 


155 


Sierra On-line, Inc. 


Earth Siege 


113 


161 


Sierra On-Liuc, Inc. 


Mission ForceCyberStonn 


?21 


228 


Sierra On-Line, Inc. 


Silent Thunder 


213 


156 


Sierra On-Line, Inc. 


Trophy Bass 


. 170 


163 


Sir-Tech 


Wizardry Gold 


..57- 


162 


Sir-Tech 


Bobsled Contest 


12,13 


164 


Sinus Publishing 


Treasure Quest 


' 8,9 


157 


Spectrum HoloByte 


Grand Prix 2 


177 


158 


Spectrum HoloByte 


Grand Prix Manager 


103 


159 


Stereo Graphics 


SimuleyesVR Goggles 


219 


212 


Strategic Simulations 


Renegade 


223 


207 


Strategic Simulations 


Silent Hunter 


209 


209 


Strategic Simulations 


Fantasy General 


144 


211 


TAG Systems 


Joystick 


164 


154 


Take 2 Interactive Software 


Ripper 


119-126 


167 


The Avalon Hill Game Co. 


Wooden Ships/Iron Men 


21' 


121 


ThunderSeat Technologies 


Thunderseat 


190 


193/194 


United CD-ROM 


Mail Order Products 


234^35 


174 


Vertronix 


Mail Order Products 


236 


175 


Viacom New Media 


Deep Space 9 


29 


178 


Viacom New Media 


Congo 


137 


179 


VicTokai Inc. 


Secrets of the Lost Dynasty 


225 


185 


Virgin Interactive 


llth Hour 


69: 


239 


Virgin Interactive 


' 1 oonstruck 


141-143 


186 


Virgin Interactive 


Tena Nova 


187,189,191 


202 


ZD Net 


Compuserve 


192 




*Pkase see admtiseim 
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USED IBM GAMES 

COMPLETE & VIRUS FREE; 
WITH THE ORIGINAL BOX. 
DOCUMENTATION AND 
DISKS 

1942 PACIFIC AIR WAR 19 

A- TRAIN 15 

ACES OF THE DEEP 25 

ACES OF THE PACIFIC 19 

ACES OVER EUROPE 19 

AIR BUCKS 10 

AL-QADIM-G£NIE'S CUR 17 

ALIEN LEGACY 18 

ALONE IN THE DARK 11 

ALTERED DESTINY 10 

AMAZON 8 

AMBUSH AT SORIN0R 10 

ARENA: ELDER SCROLLS 25 

BARD'S TALE 1 12 

BATTLE CHESS 4000 18 

BATTLES OF DESTINY 9 

BETRAYAL AT KRONDOR 18 

8L00DNET 14 

SLUE AND GRAY 15 

CAESAR 12 

CAMPAIGN 2 18 

CARRIERS ATWAR 15 

CARRIERS AT WAR 2 29 

CASTLES 9 

CD- ALONE IN THE DARK 19 

CD- BLOOD BOWL 15 

CD- CYCLONES 14 

CD- HAND OF FATE 19 

CO- JAGGED ALLIANCE 32 

CD- LOST IN TIME 9 

CD- PSYCHOTRON 12 

CD- SPACE QUEST 4 14 

CD- TONY LARUSSA BB2 12 

CD-3D ULTRA PINBALL 29 

CD-7TH GUEST 20 

CD-ACES OF DEEP COMM 35 

CD-ACES OF THE DEEP 31 

CD-ACES OF THE PACIFIC 25 

CD-ACES OVER EUROPE 23 

CD-ACROSS THE RHINE 25 

CO-ADSD THREE WORLD 15 

CD-ADV CIVILIZATION 26 

CD-AEGIS GUARD FLEET 22 

CD-AL-OADIM GENIE CUR 19 

CD-ALIEN LEGACY 29 

CD-ALIEN LOGIC 15 

CD-ALIENVIRUS 17 

CD-ALIENS 32 

CD-ALONE IN DARK 2 29 

CD-ALONE IN DARK 3 32 

CD- APACHE 29 

CD-ARMORED FIST 15 

CD-ASCENDANCY 34 

CD-AWARD WIN WAR GA 29 

CD-BATTLE BEAST 22 

CD-BATTLE ISLE 2200 19 

CD-BENEATH STEEL SKY 19 

CD-BETRAYAL AT KROND 19 

BIO FORGE 25 

CD-BLACKTHORNE 19 

CD-BLOODWINGS 29 

CD-BREACH 3 30 

CD-BRETT HULL 95 19 

CD-BUREAU 17 

CD-BURN CYCLE 28 

CD-C.E.O. 29 

CO-CAESAR 2 32 

CD-CASTLES 2 19 

CD-CELTIC TALES BALOR 28 

CD-CHAMPAIGN 14 

CD-CHAOS ENGINE 10 

CD-CHESSMASTER 4000 26 

CD-CIVIL WAR 23 

CD-COLONIZATION 32 

CD-COMANDER BLOOD 24 

CD-COMMAND & CONQ 36 

CD-CREATURE SHOCK 15 

CD-CRITICAL PATH '12 

CD-CRUSADER NO REMO 34 

CD-CYBERRACE 15 

CD-CYBERIA 17 

CD-CYBERWAR 29 

CD-CYCLONES 14 

CD-D ZONE DOOM 1&2 21 

CD-D-DAY OPE RAT OVER 24 

CD-DAEDALUS ENCOUNT 24 

CD-DARK FORCES 32 

CD-DARK SUN 2 WAKE RA 25 

CD-DAWN PATRAL 19 

CD-DAY OF TENTACLE 21 

CD-DEATH DAY COLLECT 8 

CD-DEATH GATE 23 

CD-DEFINITIVE WARGAM 19 

CD-DELTA V 15 

CD-DEMON GATE DOOM 14 

CD-DESCENT 25 

CD-DISCWORLD 29 

CD-DOOM 32 

CD-DOOM 2 32 

CD-DOOMS DAY COLLECT 9 

CO-DRACULA UNLEASH 19 

CD-DRAGON LORE 22 

CD-DREAMWEB 15 

CD-DRUID DEMONS OF 33 

CD-DUNGEON MASTER 2 24 



CD-DUST WIN 95 28 

CD-ECSTATICA 21 

CD-ELEC ARTS:TOP10 19 

CD-EMPIRE 2 ART WAR 27 

CD-EMPIRE DELUXE MAS 19 

CD-ERIC THE UNREADY 19 

CD-ESPN BASEBALL TON 25 

CD-EXPECT NO MERCY 26 

CD-EYE OF BEHOLDER 24 

CD-FADE TO BLACK 33 

CD-FAMILY FEUD 15 

CD-FANTASY EMPIRES 19 

CD-FIFA INTERNAT SOCC 19 

CD-FIGHTER DUEL 24 

CD -FIGHTER WING 25 

CD-FLEET DEFEN GOLD 29 

CD-FLIGHT COMMAND 2 29 

CD-FLIGHT SIM TOOLKIT 14 

CO-FLIGHT SIMULATOR 31 



CD-JOURNEYMAN PRJ 2 29 

CD-JOURNEYMAN PROJ 17 

CD-JUMP RAVEN 19 

CD-KINGDOMS FAR RE AC 25 

CD-KINGS QUEST 5 15 

CD-KINGS QUEST 6 15 

CD-KINGS QUEST 7 29 

CD-KINGS QUEST COLL 31 

CD-KNIGHTS OFXENTAR 29 

CD-LAWNMOWER MAN 15 

CD-LEGEND KYRANDIA 29 

CD-LEISURE LARRY 6 24 

CD-LINKS 386 25 

CD-LITIL DEVIL 26 

CD-LORD OF THE RINGS 12 

CD-LORDS MIDNIGHT 28 

CD-LORDS OF REALM 26 

CD-LOST EDEN 24 

CD-LOST IN TIME 9 



CD-RETURN TO ZORK 
CD-REUNION 
CD-RIDDLE OF MASTER L 
CD-RISE OF THE ROBOTS 
CD-RISE OF THE TRIAD 
CD-ROAD TO FINAL4 2 
CD-SABRE TEAM 
CD-SAMSMAX:HIT ROAD 
CD-SAVAGE WARRIORS 
CD-SHADOW CASTER 
CD-SHADOW OF COMET 
CD-SHADOWS OF CAIRN 
CD-SHERLOCK HOLMES 
CD-SHIVERS 
CD-SIM CITY 2000 
CD-SIM TOWER 
CD-SLIPSTREAM 5000 
CD-SPACE QUEST6 
CD-SPACE SHIP WARLOC 
CD-STAR CONTROL 1*2 
CD-STAR CRUSADER 
CD-STAR TRAIL REALM 
CD-STAR TREK NEXT GN 
CD-STAR TREK: NEXT GN 
CD-STELLAR 7 
CD-TAKE YOUR SHOT 
CD-TEK WAR 
CD-TERMINAL VELOCITY 
CD-TFX 
CD-THE DIG 
CD-THUNDERSCAPE 
CD-TONY LARUSSA 2 94 
CD-TONY LARUSSA BB3 
CD-TRANSPORT TYCOON 
CD-TROPHY BASS 
CD-ULTIMA 7 COMPLETE 
CD-ULTIMATE DOOM 



DARKLANDS 
DAWN PATROL 
DAY OF THE TENTACLE 
DELTA V 
DESERT STRIKE 
DI20NE FOR OOOM1&2 
DOOM (REGISTERED) 
DRAGON'S LAIR 2: TIME 
DRAGON'S LAIR 1 
DRAGON'S LAIR2.5:ESC 
DRAGON'S LAIR 3; CURS 
DUNE 2 

DUNGEON HACK 
EL FISH 
ELVIRA 1 

EMPIRE SOCCER 94 
ERIC THE UNREADY 
ETERNAM 
FALCON 3.0 
FANTASY EMPIRES 
FIELDS OF GLORY 
FIFA INTERNAT SOCCER 
FLASHBACK 

FLIGHT SIM 5: NEWYOR 
FLIGHT SIMULATOR 5.0 
FLIGHT SIMULATOR 5.1 
FREDDY PHARKAS FRTR 
FRONT PAGE BB 95 
FRONT PAGE FB PRO 95 
FRONT PAGE FB PRO 
GATEWAY 
GOBLIIINS 1-VGA 
GREAT NAVAL BATTLES 
GREAT WAR 
GREENS 

GUNSHIP 2000 VGA 
HAND OF FATE 



WE PAY CASH FOR USED GAMES 

We wont your current used gomes 

1-800-377-8578 

rrrn In Camilla, nil 605-339-2060 

u\Hl ^ „, t \ cal for aulhorization before shlpptig or 
> »|MU*S \ rWX tfl for current quotesto 60533«766 

\ t^H nfld U ' _A (include your return address!, FAX no.) 

WE SELL USED GAMES 

All games are tested & IBM disks virus checked 

gomes me in original bra wilh original documerilntKHi 

Coll for current title ovoilibilfty , ^s^x 

WE ACCEPT ONLY \ff£P^ 
> VISA/MasierCard/DiscQver xl^Mj.' 
% Money Orders/Cashiers Check -_% r .a<S*; 

■Coll ft* tirie OYofiiftty before sending M.O.' 

Most items shipped same day. $5 UPS/S9 2nd Day Air 

roil hr mlormaliw on (aaaimn sfoomenft 
GAMER'S GOLD • 1008 K 41st Street • Sioux Folk • South Dakota • 57105 




Got Something To Sell? 

Follow these Easy Steps 

1. Prepare a list of the games you are selling. Call, fax, or 
mail your list to GAMER'S GOLD. 

2. GAMEfl'5 GOLD will quote the current^ buying 

Games will not be accepted without an authorization no. 
Price quotes are good for 1 4 days. 

3. Pack gomes in box. Write authorization no. clearly on 
outside of box. Mail to GAMBt'S GOLD Save your 
authorization no. We can't answer questions about your 
shipment without your number! 

4. If you would like to use your money or credit to purchase 
games, include 0 "wish list" of titles you are interested in. 

5. Your check will usually be mailed within 10-14 working 
days of receiving your games. Some "wish list" game 
credits may lake slightly longer to fill. 

Gomes will be checked for viruses & completeness. 
Gamut most be co mpl ete with ail disks, printed materials, 
£ n original box. Incomplete games will be returned at 
your expense. We do not accept 5.25* disk gomes. 



CO-FLIGHT UNLIMITED 33 

CD-FORTRESS DR RADIA 19 

CD-FREDDY PHARKAS 24 

CO-FRONT LINES 27 

CO-FRONT PAGE BASEa 19 

CD-FRONT PAGE FB 96 39 

CD-FULL THROTTLE 31 

CD-FURY 3 FURY CUBED 31 

CD-FX FIGHTER 25 

CD-GAZILLIONAIRE 19 

CD-GOBLIIINS 2 13 

CD-GOBLIIINS 2 13 

CD-GOBLINS QUEST 3 15 

CD-HAMMER OF GODS 28 



f REE GAME OFFER 
On orders over $75 

Choose from tot below 

• Seal Teem 

• Strike Commander 

• Uilrobots 

• Shadow Coster 

• Battles of Destiny 

. Datk Son 1 

• Dungeon Ho* 

• impira Setter 94 

■SuDlecltoavsilaBinty -*ei**C™ 
iwrsw to otter substltuwMis. 



CD-HAND OF FATE 


19 


CD-HARDBALL 4 


25 


CD-HARDBALL 5 


32 


CD-HELL CYBERPUNK 


19 


CD-HERETIC 


32 


CD-HEROES MIGHTSMAG 


26 


CD-HEXEN (HERETIC 2) 


36 


CD-HI OCTANE 


29 


CD-INCA 


15 


CD-INCREDIBLE MACH 2 


29 


CD-INDY JONES FATE AT 


18 


CD-INFERNO 


18 


CD-IRON ASSAULT 


29 


CD-IRON HELIX 


19 


CO-JOHNNY MNEMONIC 


24 



CD-MAABUS 15 

CD-MACHIAVELLI PRINCE 23 

CD-MAGIC CARPET 25 

CD-MASTER OF MAGIC 29 

CD-MASTER OF ORION 24 

CD-MAXIMUM OVERKILL 25 

CD-MECHWARRIOR 2 34 

CD-MEGA RACE 19 

CD-MENZOBERRANZAN 27 

CD-METALTECH EARTHS 25 

CD-MILLENNIUM AUCTION 20 

CD-MONTY PYTHONS 29 

CD-MORTAL KOMBAT 36 

CD-MORTAL KOMBAT 2 28 

CD-MYST 32 

CD-NASCAR RACING 34 

CD-NBA LIVE 95 29 

CD-NEED FOR SPEED 33 

CD-NERVES OF STEEL 15 

CD-NHL 96 30 

CD-NHL HOCKEY 95 21 

CD-N0CTR0LPOLIS 22 

CD-NOVASTORM 19 

CD-OPER CRUSADER 19 

CD-ORION CONSPIRACY 24 

CD-OUTPOST 21 

CD-PANZER GENERAL 31 

CD-PGA TOUR GOLF 4S6 29 

CD-PGA TOUR GOLF 96 32 

CD-PHANTASMAGORIA 39 

CD-PITFALL WIND0WS95 32 

CD-PIZZA TYCOON 19 

CD-POLICE QUEST 4 OPE 24 

CD-POLICE QUEST COL 1 33 

CD-POWER HOUSE 19 

CD-PRIMAL RAGE 32 

CD-PRISONER OF ICE 31 

CD-PROTOSTAR 15 

CD-PURE WARGAME 15 

CD-QUANTUM GATE WIN 14 

CD-QUARANTINE 22 

CD-RAIDEN 18 

CD-RAVENLOFT 2 STONE 31 

CD-REBEL ASSAULT 18 

CD-REBEL ASSAULT 2 39 

CD-RECESS IN GREECE 15 

CD-RELENTLESS 25 

CO-RENEGADE 15 

CD-RETRIBUTION 14 

CD-RETURN RINGWORLD 15 



CD-ULTIMATE FOOTB 95 24 

CD-ULTIMATE FOOTBALL 18 

CD-UNDER KILLING MOON 32 

CD-US NAVY FIGHT EXP 17 

CD-US NAVY FIGHTERS 31 

CD-USS TICONDEROGA 21 

CD-VICTOR VECTOR HYP 21 



TO GET OUR 
NEW UPDATED 
PRICE SHEET 
Call 800-377-8578 

in Canada, tail 605-339-2060 

We'll mail or FAX oar 
latest price sheet with ell 
our torrent titles! 



CD-VORTEX:QUANTUM 29 

CD-VOYEUR 29 

CD-WARCRAFT 25 

CD-WEREWOLF COM 33 

CD-WING COMM ARMAD 25 

CD-WING COMMANDER 3 33 

CD-WINGS OF GLORY 25 

CD-WITCHAVEN 28 

CD-WOLFPACK 15 

CD-WORLD CIRCUIT 15 

CD-WRATH OF GODS 15 

CD-X-COM TERROR DEEP 29 

CD-X-COM UFO DEFENSE 24 

CD-X-WING COLLECTORS 34 

CD-ZEPHYR 14 

CD-ZEPPELIN 10 

CD-ZORRO 14 

CIVILIZATION 26 

CIVILIZATION 26 

CLASH OF STEEL 21 

COLONIZATION 29 

CONFLICT;MIDDLE EAS 8 

CORRIDOR 7 17 

DAGGER OF AMMON RA 12 

DARK SUN 1 SHATTER L 15 



HARDBALL 3 14 

HARPOON 2 19 

HEART OF CHINA-VGA 9 

HEXX 12 

HIGH COMMAND [BY 360) 12 

INDY JONES FATE ATLA 15 

INHERITTHE EARTH 14 

IRONCROSS 15 

ISLE OF DEAD 9 

JEOPARDY 12 

KING'S QUEST 4-EGA 10 

KINGS QUEST 5-VGA 12 

KINGS QUEST 5-VGA 10 

KINGS QUEST 6- VGA 15 

LANDS OF LORE 15 

LEGACY:REALM OF TER 12 

LEGEND OF KYRANDIA 12 

LEGENDS OF VALOR 9 

LEGIONS 15 

LEISURE SUIT LARRY 1 13 

LEISURE SUIT LARRY 5 15 

LEISURE SUIT LARRY 6 20 

LINKS 386 PRO 21 

LINKS DISK BARTON CR 7 

LINKS PRO DKBANFFSP 12 

LINKS PRO OK PINEHUR 12 

LOST FILES SHERLOCK 15 

MAELSTROM 9 

MAGIC CANDLE 3 11 



MASTER OF MAGIC 
MASTER OF ORION 
MAXIMUM OVERKILL 
METALTECH: BATTLE DR 
MICROSOFT:SPACE SIM 
MIGHT & MAGIC 4 CLOUD 
MIGHT & MAGIC 5 DARK 
MORTAL KOMBAT 
NASCAR RACING 
NFL COACHES' CLUB 
NHL HOCKEY 
NO GREATER GLORY 
OPERATION CRUSADER 
PACIFIC STRIKE 
PACIFIC STRIKE SPEECH 
PACIFIC WAR 
PANTHERS IN SHADOW 
PERFECT GENERAL 
PIRATES GOLD 
PIZZA TYCOON 
POLICE QUEST 3-VGA 
POLICE QUEST 4:0PEN 
PRINCE OF PERSIA 
PRINCE OF PERSIA 2 
PRIVATEER 

PRIVATEER SPEECH PAC 
PROTOSTAR 
QUEST FOR GLORY 
QUEST FOR GLORY 1 
OUEST FOR GLORY 4:SH 
RETURN TO ZORK 
RISE OF THE TRIAD 
ROAD TO FINAL FOUR 2 
ROBINSON'S REQUIEM 
SAM & MAX : HIT ROAD 
SECRET WEAPON LUFT 
SHADOW CASTER 
SHADOW OF YSERBIUS 
SHADOW SORCERER 
SIEGE 

SIM CITY 2000 
SIM TOWER- WIN 
SIMEARTH 
SIMLIFE 

SIMON THE SORCERER 
SORCERIAN 
SPACE HULK 
SPACE OUEST 1-VGA 
SPACE QUEST 2-EGA 
SPACE QUEST 4-VGA 
SPACE QUEST 5-VGA 
SPEAR OF DESTINY 
STAR CRUSADER 
STARSHIP COMMAND AD 
STELLAR 7 
STREET FIGHTER 2 
STRIKE SOUAD 
SUMMONING 
SYSTEM SHOCK 
TERMINATOR 2: ARCADE 
TERMINATOR 2029 
TFRMINATOR:RAMPAGE 
THEATRE OF WAR 
THEME PARK 
THEXOER 2-FIREHAWK 
TIE FIGHTER 
TIE FIGHTER : DEF OF E 
TIGERS ON THE PROWL 
ULTIMA UNDERW0RLD2 
ULTIMA 7 BLACK GATE 
ULTIMA 7.5 SERPERT 
ULTIMA 8:PAGAN 
ULTIMA UNDERWORLD1 
ULTIMATE DOMAIN 
ULTIMATE DOOM 
ULTRABOT SANCTION E 
UNNECESS ROUGH 95 
VICTORY: MARKET GAR 
VICTORY:VELIKIYE L 
WALLS OF ROME 
WAR IN RUSSIA 
WARLORDS 
WARLORDS 2 
WHERE IN WORLD CARM 
WING COMM ACADEMY 
WING COMMANDER 2 
WIZARDRY 6 COSMIC FO 
WORDTRIS 
WORLD CIRCUIT 
WW2:AIR FORCE COMMA 
X-COM TERROR OF DEEP 
X-COM UFO DEFENSE 
X-WING 

X-WING B- WING AD-ON 



Prices & availability subject to 
change. Call Toll Free tor current 
titles and those not listed-we've 
got lots more! All Used Games 
are complete & virus free with 
original box, documentation & 
disks. System compatibility is 
not guaranteed. All sales are 
tinal-delective games replaced 
with same title. Free shipping 
(Regular Ground) in the conti- 
nental USA on orders over $150. 
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Item 








Number 


Product Name 


_ 

rORMAT 


p 

PRICE 


43629 


Space Sirens 2 


PC & MAC 


$29 


35211 


Seymore Butts 2 


PC & MAC 


$38 


45936 


Seymore's Six Pack 


PC & MAC 


$33 


35045 


Virtual Vixens 


PC & MAC 


$19 


39110 


Space Sirens 


PC & MAC 


$29 


34309 


Nightwatch II 


PC & MAC 


$27 


44544 


Intimate Possibilities 


PC & MAC 


$34 


30973 


Dream Machine 


PC & MAC 


$27 


39872 


Tokyo Nightlife 


PC & MAC 


$33 


46078 


Club 21 


PC & MAC 


$27 


30994 


New Wave Hookers 2 


PC & MAC 


$17 


36419 


Virgins 2 


PC & MAC 


$30 


45208 


Sorority Sex Kittens 


PC & MAC 


$30 


45205 


Porno Poker 


PC & MAC 


$30 


45207 


Chameleons 


PC & MAC 


$30 


39870 


Samurai Pervert 


PC & MAC 


$33 


40782 


Blondage 


PC & MAC 


$17 


45197 


Awesome Asians 


PC & MAC 


$17 


44757 


You are the Director 


PC & MAC 


$21 


35212 


Dirty Debutantes 


PC & MAC 


$27 


45071 


Virgins 3 


PC & MAC 


$30 


45194 


Blacks and Blondes 


PC & MAC 


$17 



VIDEO 



Item 








Number 


Product Name 


rORMAT 


price 


43625 


New Machine 6 Pak 


PC & MAC 


$32 


36420 


Vampire's Kiss 


PC & MAC 


$27 


30974 


Hidden Obsessions 


PC & MAC 


$17 


45937 


Platinum 6 Pack 


PC & MAC 


$33 


46082 


Sexy 6 Pack 


PC & MAC 


$33 


47165 


LA Blue Girl XXX Vol 1 


PC & MAC 


$23 


35208 


Pussy Called Wanda 2 


PC & MAC 


$13 


43618 


Dirty Western 2 


PC & MAC 


$14 


47541 


LA Blue Girl XXX Vol 2 


PC & MAC 


$23 


35566 


Virgins 1 


PC & MAC 


$30 


43513 


Stripper Nurses 


PC & MAC 


$17 


30993 


Traci I Love You 


PC & MAC 


$13 


47231 


College Girls 2 


PC & MAC 


$11 


43612 


Sex Pt 2 


PC & MAC 


$14 


43615 


Close to the Edge 


PC & MAC 


$14 


47237 


Models Etc 


PC & MAC 


$14 


39074 


Virtually Yours 


PC & MAC 


$30 


35936 




r\j 01 r.lMO 




43622 


Cinesex 


PC & MAC 


$14 


44882 


Venus Playhouse 


PC & MAC 


$25 


47238 


Bustin' Thru 


PC & MAC 


$14 


34442 


Maddam's Family 


PC & MAC 


$30 


35209 


Curse of Catwoman 


PC & MAC 


$13 


44863 


Bad Giris 2 


PC & MAC 


$17 


43613 


Forever Young 


PC & MAC 


$16 


43621 


Taboo 13 


PC & MAC 


$14 


44334 


Hot Pie 


PC & MAC 


$11 


44911 


Deep Throat Girls 3 


PC & MAC 


$19 


47233 


Dark Tunnels 


PC & MAC 


$11 


35130 


Deep Throat Girls 


PC & MAC 


$14 


44912 


Deep Throat Girls 4 


PC & MAC 


$17 


43574 


Vagablonde 


PC & MAC 


$16 


47960 


Asian Paradise 


PC & MAC 


$23 


44843 


Hooter Hunt 


PC & MAC 


$14 


47236 


Exchange Student 


PC & MAC 


$14 


30990 


Legends of Porn II 


PC & MAC 


$13 


30954 


Nightwatch 


PC & MAC 


$27 


30977 


House of Dreams 


PC & MAC 


$17 


34887 


Superstars of Porn 


PC & MAC 


$14 


40359 


Girls Doin Girls 2 


PC & MAC 


$17 


43619 


More than a Handful 5 


PC & MAC 


$17 


39929 


Deep Throat Girls 2 


PC & MAC 


$18 


30992 


Insatiable 


PC & MAC 


$27 


40780 


Bobbitt Uncut 


PC & MAC 


$20 


43614 


Tempted 


PC & MAC 


$16 


40420 


Channel Blonde 


PC & MAC 


$17 


48623 


Tokyo Nymphs 


PC & MAC 


$13 


48622 


Sushi to Go 


PC & MAC 


$13 


35869 


Baby's Got Butt 


PC & MAC 


$22 


44496 


Reel World 


PC & MAC 


$17 


48632 


Seduction of Suki 


PC & MAC 


$13 


35754 


Big Bust Babes 


PC & MAC 


$14 


39984 


Penetration 


PC & MAC 


$16 


30991 


New Wave Hookers 


PC & MAC 


$17 


40414 


Suite 18 


PC & MAC 


$17 


45817 


Nookie of all Nations 


PC & MAC 


$12 


45818 


Pink Baroness 


PC & MAC 


$12 



THE LOWEST PRICESI 
CHECK US OUT! 




Over 1200 Titles 



MX I 
1*217*362*7884 
International Orders CALL 
1«Z17«352»8737 



ORDER AS LATE AS MIDNIGHT! 
SAME DAY SHIPPING** 

Hours: M-F 8 am - 12 midnight 
Sat. 8 am - 5 pra • Sun. 12 Noon - 5 pm 
(All times listed are CST) 

Ail Major Credit Cards 



Accepted 

CALL FOR A CATALOG! 
II 



Item 








Number 


PRODUCT rNAME 


rORMAT 


p 


38698 


Hotslots 


PC & MAC 


$27 


38462 


Anal Europe 


PC & MAC 


$22 


45193 


Amazing Positions 


PC & MAC 


$17 


35535 


Blonde Justice 


PC & MAC 


$17 


47856 


Kinky Debutante #1 


PC & MAC 


$13 


35727 


Girls Doin' Girls 1 


PC & MAC 


$17 


40137 


Peepshow 


PC & MAC 


$34 


32548 


Inferno 


PC & MAC 


$21 


47857 


Kinky Debutante #2 


PC & MAC 


$13 


44876 


Hot Leather 


PC & MAC 


$19 


47855 


Beaverly Hillbillies 


PC & MAC 


$13 


48633 


Sex the Game 


PC & MAC 


$17 


45198 


Whoppers #1 


PC & MAC 


$17 


39194 


Sindy Does It All 


PC & MAC 


$14 


43704 


Pleasure Zones 


PC & MAC 


$22 


39193 


Pleasure Dome 


PC & MAC 


$14 


45195 


Teri & Savannah 


PC & MAC 


$17 


45201 


Double Down 


PC & MAC 


$11 


44872 


Spin the Bottle 


PC & MAC 


$22 


45196 


The Kings 


PC & MAC 


$17 


46782 


Peepshow 2 Girlie 


PC & MAC 


$34 


38278 


Hot Wired 


PC & MAC 


$14 




VIDEO 




Item 








Number 


Product Name 


Format 


Price 



43611 
44837 
48626 
34379 
35775 
48630 
35774 
35738 
37083 
45349 
45347 
45350 
48627 
47860 
35066 
44840 
44858 
45459 
30975 
37081 
45468 
34892 
37080 
44503 
32550 



Silent Strangers 

Face Sitters 

Bar De Lust 

Amateur All Stars 

Best of Vivid 

Hot House Flowers 

101 Sex Positions Pt 2 

Racquel Released 

Blind Spot 

Old Wave Hookers 

Pops 

East Coast Sluts 
Cirque Du Sex 
Passion 
House of Pain 
Cheeks 
Night Train 
Eros 

Secrets Qtime 
American Blonde 
Virtually Yours 
Beyond Explicit 
Ice Woman 
Vice Cop 
Barlow Affairs 

STILLS 



PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC $14 
PC & MAC $17 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 
PC & MAC 



$14 
$14 
$13 
$17 
$27 
$13 
$17 
$27 
$17 
$17 



$13 
$21 
$14 
$14 
$14 
$22 
$13 
$17 
$30 
$17 
$17 
S17 
$21 





l'800'232'3858 
MUST BE 21 TO ORDER 



CODE AOS 

** Orders taken up to 11 p.m. (CST) lor 2nd day air. 
Call lor other deadline times. Item availability and 
prices may vary according to format and are subject 
to change at any time without notice. 
§ Free sottware while supplies last. All prices in U.S. 
dollars. Shipping charges are applied to Iree oilers. 



Item 








Number 


Product Name 


Format 


Price 


43744 


Busty Babes 4 


PC & MAC 


$21 


40419 


Shaved Pink 


PC & MAC 


$10 


39715 


Elite European Models 2 


PC & MAC 


$14 


44520 


Superstars Japanese Porn 


PC & MAC 


$23 


39716 


Elite American Models 1 


PC & MAC 


$14 


44515 


AsiaX 


PC & MAC 


$41 


39717 


Elite American Models 2 


PC & MAC 


$14 


47234 


Nasty Neighbor Girls 


PC & MAC 


$11 


39714 


Elite European Models 1 


PC & MAC 


$14 


44513 


Visions of Erotica Vol 1 


PC & MAC 


$23 


47498 


European Style 


PC & MAC 


$13 


47208 


Satin Shots 


PC & MAC 


$17 


35771 


101 Sex Positions Pt 1 


PC & MAC 


$27 


38461 
44500 
44499 


Award Winning XXX Photo 


PC & MAC 


$22 


Bet Your Sweet Booty 
Mellon Man 1 


PC & MAC 
PC & MAC 


$14 
$14 


45210 


Hot Love 


PC & MAC 


$13 


48537 


Water Babes 3 The Wetter 


PC & MAC 


$14 


39333 


Looker Series Eiect Lust 


PC & MAC 


$14 


44856 


Heather Hunter Gold 


PC & MAC 


$17 


46535 


Water Babes 1 Wet & Wild 


PC & MAC 


$14 


44501 


Boobs a Poppin' 


PC & MAC 


$17 


48536 


Water Babes 2 Caution 


PC & MAC 


$14 


34886 


Centerfolds & Covergirls 


PC & MAC 


$14 


44502 


Aged to Perfection 


PC & MAC 


$17 


48540 


Boys of Summer 


PC & MAC 


$14 


48541 


Hard & Handsome 


PC & MAC 


$14 



Circle Reader Service #193 



United aim 



Titles in Stock 
Daily! 



1 800 


IBBHI 


* 

1-800-8^ 





Call for a 



FREE CATALOG; 




Gadget 

by Synergy 
Z You fc*w ascienfist through 
amazing places & uncover 
starling isvefetms. An epc 
rteraSve stoy with firstper- 
scn navigation. 
45533 



*39 





War Hawk 

by Sony Interactive 
Pilot the prime assault 
craft of the future against 
a madman literally trans- 
forming the world into a 
war zone. %*%*9 
44942 J I 



Shivers 

by Sierra On-Line 
You must spend a ni 
inside a mysterious muse- 
um. Beware, for evil spirits 




Emergency Room 

by IBM 

As an emergency room 
doctor, you evaluate 
patients, run tests and pre- 
H scribe treatments in a real 
world setting. £j 



»38 



Worms 

by GTE 

An ultra fast-paced game 
of team strategy for up to 
16 players, it's a little bit 
Lemmings and a lotta bit 
Terminator! tAA 
48252 WO 

NCAA Championship 



lookjigforyou. 
43173 



<36 





Master Levels of Doom II 

by GT Interactive 
20 never before seen, never 
before available, never before 
imagined levels, all wfth the 
same heS-spawned horror of 



48256 



$24 



CODE 008 

BBS W17-352-8123 
CompuServe: 78043,1805 
America On-Line: uWTBCD 
UNITED CD ROM INFO via Fax back at 
1«217«352«8123 

FAX ORDERS: 1 •217*862*0740 
International Orders CALL 
1*217*352>8737 
ORDER AS LATE A8 MIDNIGHT I 
SAME DAY SHIPPING** 

Hours: M-F 8 am - 12 midnight 
Sat. 8 am - 5 pm * Sun. 12 Noon - 5 pm 
(All times listed are CST) 

** Orders received as lata as 11 p.m. (CST) for 2nd day 
air. Cad lor other deadline tones. Special oners, item 
avaHaUfrty and prices may vary according to format and 
are subject to change witfiout notice. 
§ Wide supplies last AH prices In U.S. dollars. Shipping 
charges apply to free offers. 

All Major Credit Cards 



Accepted 




and the smoothest gameplay 
forthePCyet 



TFXEF 2000 

by GTE 

A Russian force has moved 
into Norwegian territory. 
Your squadron is called 
upon to perform several air- 
borne tasks. 
47318 



$ 43 



Allied General 

by Mindscape 
Choose to be an American, 
British or Russian Genera! & 
battle the German army. 
Even bigger & better than 
erGeneral.dj^ ^ 



45188 



The 
Largest 
Selection 





Complete Carriers at War 

by Strategic Studies Group 
A compendium of the 
highly popular and best- 
selling "Carrier at War" 
series plus many new 
scenarios, caa 
48207 tJv 




Destruction Derby 

by Sony Interactive 
Smash your way to gtory in a 
car race wih no rules, no 
check points and no fine 
Emits. It's easy - last car 
moving wins! 

43416 J / 








Fast Attack 

by Sierra On-Line 
Command powerful US fast 
attack submarines, utilize 
state-of-the-art sensors, 
decoys and weapons. Hunt 
fortheenemy! * m m 
37519 '44 


- 


Gabriel Knight 2 

by Sierra On-Line 
Intrigue, mystery and fate 
prevail in The Beast 
Within, Gabriel continues 
as a detective of the 
supernatural. ejpH 4 
43155 Ol 





Romance Three 
Kingdoms IV 

byKOEl 

2nd Han Dynasty war strate- 
gy. China is on the verge of 
coSapse. As a ruler, you try to 
unify a country. $4%J% 
44206 Jg 

I Pandora Directive 

I by Access 

[Chris Jones is PI Tex 
I Murphy, last seen in Under A 
I Killing Moon. Also features 
I Barry Ccrbin of ''Northern 



48424 



$44 




20 Wargame Classics 

by Mindscape 
Panzer General, D-Day; 
The Beginning of the End, 
When Two Worids War, 
Battlefront, Pacific War and 
many more! * * 
48471 



'29 




Paul Gilbert Master 
Class 

tySCI 

Guitar insfrudion by Paul 
Gilbert. Includes a free sub- 
saiprjoc to tearing muse 
magazines. 
45753 

Havoc 



$ 34 



Command a Battiecycte, 
Hyperlink or Hovercraft. 
Blast, jump or throttle past 
network opponents or chai- 
lenge yourself. *ap 
45856 JO 

Great Naval Battles IV 

by Mindscape 

An enormous simulation 

that covers all European 

theaters of war from 

1939-1942. 



48043 



$ 41 



Warhammer Shadow 



Play a fearless merce- 
nary commander whose 
only trades are death and 
battle. There's no short- 
age ot work! 



$42 



Dragon Lore Gold 

by Mindscape 
You are an orphan whose 
father has been murdered 
by an evil knight He has 
sworn to destroy you - can 
you survive? 
48567 



$ 17 




Warhammer 40,000 



Unkntwingly, you find traces 
of an unforeseen evS that 
beckons death and destruc- 
tion! Enjoy this first-person 
adventure. * jm «% 
44789 "W 

Links Pro 386 

by Access 

A true golfing experience. 
Features HarbourTown Golf 
Unks, Banff Springs Resort 
course and many more! 

39733 *27 



Circle Reader Service #194 



® 



VERTRONIX, INC. 



230 Plaza Professional Bldg 



El Cerrilo, CA 94530 



1-800-478-0217 

Into: 510-527-4699, Fax: 510-527-4690 
FREE SHIPPING AND CD! 

on all gome orders over $ 1 0O^continJUS) 





SAINT PATRICK'S SPECIALS! 


!! FREE SHIPPING! 




Crusader: No Remorse, Streamer, 
DaggerFall, Rebel Assault 2, Cyberia 2 

Any ONE title above for $38 Limited Quantities!! 

w/any other game $34 ORDER NOW!!! 

w/over $ 1 00 order $29 FREE SHIPPING on Pre-orders!!! 


WE' 


LL MATCH OR BEAT ANY ADVERTISED PRICE! 



IBM GAMES CD ■ IBM GAMES CD ■ IBM GAMES CD ■ IBM GAMES CD ■ HOT ADULT TITLES! 



IBM GAMES CD 


7th Fleet 


S41 


1 1 th Hour 


S49 


1944 Across Rhine 


S47 


Absolute Zero 


S45 


Aces of (he Deep 2 


Call 


AD&D Menzoberranzan . 


S20 


Age of Rifles 


Call 


AH-64D Longbow 


S47 


Alexander 


Call 


Alice 


S40 


Alien Logic 


S20 


Allied General 


S41 




S45 


Ascendancy 


$43 




S37 


Atmosphere 


S31 


Batllecruiser 3000 AD .. 


S46 




S36 


Battleground Gettysburg 


S39 


Battles in Time 


$39 


Beat the House 


S32 


Beavis & Bullhead 


S34 


Beyond Squad Leader . . . 


S48 


Beneath Steel Sky 


S25 


Big Red Adventure 


S42 


Big 3 


S29 


BloForge 


S42 


Brain Dead 13 


S37 


Bureau 13 


S25 


Campaign 


S27 


Casino 


S34 


Castles 2 


S25 


Chessmaster 5000 


S40 


Chronomaster 


S4-7 


Command Aces of Deep . 


S46 


Com ma nd& Conquer 


S45 


Congo: The Movie 


S37 


Corridor 7 


S20 


Cyberjudas 


S34 


CyberMage 


$45 




S10 


Daggeriall 


S50 


Darkseed II 


$47 


Death Keep 


S38 




S48 


Destruction Derby 


$39 


The Dig 


S48 


DlvaX 


S35 




S34 


Doom 2 Mania 


S 8 


Druid 


$45 


Duke Nukem 3D 


S39 


Dungeon Keeper 


S46 




. S37 


Empire 2 


$34 


Entomorph 


S36 


Escalation 


. 834 



ESPN: NBA AirBorne 95 .. S41 
ESPN: Extreme Games . . . S39 

Expect No Mercy $39 

Extractors S34 

Extreme Pinball '. S42 

F- 1 6 Fight Falcon S45 

Fade to Black $4 1 

Fleet Defender Gold S45 

FPS Football Pro 96 S50 

Frankenstein $37 

Front Lines S37 

Full Throttle S43 

Gabriel Knight 2 $51 

Goldtree Engine S25 

Grandest Fleet S27 

Hardball 5 $41 

Harpoon Classic S17 

Harpoon II S44 

Homester $46 

Heart of Darkness S55 

Hell S18 

Heroes ofM&M $40 

HI Octane S39 

High Seas Trader S37 

The Hive $39 

Ice and Fire $46 

Indiana Jones Fate Atl ... S20 

IndyCar Racing II S49 

Invulnerables Call 

Iron Assault S37 

Jack the Ripper S46 

JetSki Rage S39 

Johnny Mnemonic S39 

Jutland S25 

Kingdom Far Reaches S43 

Knight Moves S29 

Krazy Ivan Call 

Lands of Lore 2 S55 

The Last Blitzkrieg S39 

Legion EMPIRE Call 

Legions S34 

Locus S49 

Lords of the Realm S40 

The Lost Admiral H Call 

Lost in Town S45 

Maabus $32 

Madden's NFL 96 S40 

Magic Carpet II $40 

Magic The Gathering $44 

Magzone S44 

Marine Fighters S28 

Master of Antares S42 

Master of Orion S38 

Maximum Surge S49 

This Means War! S34 

MechWarrior2 S39 

MechWarrior Expansion Pack S3! 



Metal & Lace S33 

Metal Lords S37 

Metal Tech: Earthsiege 2 S53 

MM Power Rangers $19 

Mortal Kombat m $47 

Nascar Racing $27 

NBA Airborne '95 S39 

NBA Jam for Win '95 S45 

NBA Live 96 S41 

Need for Speed $45 

Operation Europe S36 

Orion Conspiracy S42 

Panzer General $19 

Pax Imperia 2 $42 

Phantasmagoria $44 

Pizza Tycoon $38 

Police Quest V:Swat S5J 

Psychic Detective $45 

Quake $47 

Ravenloft Strand $18 

Raven Project $46 

Realms of Arkania 3 Call 

Red Ghost $39 

Riddles of Master Lu $45 

Ripper Call 

Road to Final 4 S38 

Seal Team $19 

Shadows Calm $23 

Shadow Warrior Call 

Shannara S39 

Shanghai Great Mom .... $44 

Shell Shock S38 

Silent Hunter $39 

Sim Tower S35 

Slipstream 5000 S35 

Space Bucks $41 

Space Hulk $19 

Spaceward Ho S29 

Spycraft $49 

Star Control III $46 

Star Trek Deep Space 9 . . Call 

Star Trek Emissary S46 

Star Trek TNG Final S43 

Strike Commander S19 

Super Heroes Call 

Super SF 2 Turbo $32 

Syndicate Plus S19 

Synergist S39 

Terminal Velocity S35 

Terminator 2: Future Shock $44 

Terra Nova S55 

Thunderscape $45 

Top Gun CD S39 

Torin's Passage $43 

USS Ticondaroga S34 

Virtual Corporation S44 

Virtuoso $39 



Voyeur $45 

War Craft II S43 

Warhammer S47 

WC Armada S42 

WCR Grand Prix 2 S44 

Wet Lands $32 

Whiplash $49 

Wing Commd. IV S49 

Wings of Glory $40 

Wipe Out S39 

Wizardry Gold Call 

Wooden Ships and Iron Men S40 

Wukung $25 

Year Round Sports S20 

Zaddas $39 

Zorro $30 



JOYSTICKS 



Gravis Gamepad S 25 

Gravis Phoenix $ 82 

Gravis FireBird S 65 

Logitech Wingman S 25 

MS Sidewinder 3D Pro . . S 65 
Thrustmaster T2 S108 



HOT ADULT TITLES! 



Adult Movie Almanac $45 

Adult Sampler S12 

Awesome Asians S27 

Bachelor Party 2 $25 

Blackboard Jungle anime . . S23 

Blondage $26 

Cheap & Dirty S19 

Cheeky Chics $22 

Climax S20 

CD Brothel $24 

Demon School anime .... S23 

Depraved Fantasles2 $29 

Dirty Bob's Excel Adv $25 

Dirty Duo! $28 

Doors of Passion S23 

Dream Girls X S26 

Dream Machine $39 

Eruption S18 

Extreme Gail S18 

FAO Vol 1 $27 

Girls will be Boys 3 $26 

Glowing Icon 4 Pack S40 

Heather's Home Mov S22 

Hidden Obsessions SIS 

Hot Lovers $20 

Hot Pics S25 

Hot Slots $35 



House of Dreams $26 

Hustler Honey Cent $26 

Insatiable SIS 

Lace & Lingerie S12 

Lelislr D'amore anime ... $23 

Luscious Lips S20 

Maddams Family $37 

Man Enough S36 

MarkofZara $19 

Massive Melons $28 

Mirage $40 

Nasty Nurses $27 

Naughty Pussies $22 

New Machine 6 Pack .... S3S 

Nightwatch 2 S35 

PartyTime S18 

Pink Sheets S20 

Pleasure In Paradise $27 

Pom Assylum $20 

Pretty Women $ 8 

Pussy Called Wanda 2 . . $18 

Pussy Galore $22 

Red Hot $22 

Samurai Pervert $35 

Satin Shots $28 

Sensuous Summer $27 

Sex S26 

Sex in Dang Places $26 

SEXY 6 Pack $39 

Seymore Butts 2 $45 

Seymore's 6 Pack S39 

Songbird $20 

Space Sirens S38 

Space Sirens 2 $48 

Straight A's S26 

Strip Poker Intern S25 

Superstars of Jap. Pom .. S32 

Swimsuit $12 

Tokyo Night Life S40 

Urotsukidoji 3 Disk Set . . S38 

Vampire's Kiss S36 

Virtual Valerie 2 . . S38 

Virtual Vixens S30 

What's your Name S29 

Over 18 yrs. of age please! 

and Many More!! We have 
thousands of Ga mes &. Adult titles 
in stock!! Callfor other titles!! 
We build systems to your 
configuration! 



Overnight, 2-day, or other shipping — call! CA residents add sales tax. Not responsible for typographical errors. 
Returns not accepted w/o prior approval. UPSG Shipping $6. Price and availability subj. to change w/o notice. 

Circle Reader Service #174 



media wave 

47703 Fremont BLVD. Fremont, CA 94538 9:30am-6:30pm PST FAX: 510-49 0 -8286 




Frankenstein 

$46 





11th Hour 
1 st Degree 
3D Pinball 

A10 2: Silent Hunter 
Aces of Deep2 
Across the Rhine 
Advanced Civilization 
Apache 

Battlecruiser3000 

BattlegroumGettysburg 

Beavis&Butthead 



Star Ranger 
$37 

$ 47 
$ 46 
$ 38 
$ 44 
$ 42 
$ 41 
$ 33 
$ 43 
$ 42 
39 
39 



Silent Steel 
$49 



Burn Cycle 


$ 


34 


Last Dynasty 


$ 


45 


Caesar 2 


$ 


39 


Lion 


$ 


34 


Capitalism 


$ 


37 


Magic Carpet 2 


$ 


41 


Command & Conquer 


$ 


41 


Master Lu 


$ 


31 


Crusader 


$ 


45 


Mechwarrior2 


$ 


35 


Cyberia2 


$ 


51 


NBA live 96 


$ 


36 


Daggerfall: Arena2 


$ 


47 


NHL Hockey 96 


$ 


33 


Dark Eye 


$ 


39 


Panic in the Park 


$ 


31 


Dark Force 


$ 


43 


Phantasmagoria 


$ 


47 


Dawn Patrol 2 


$ 


40 


Pit Fall 


$ 


32 


Descent 2 


$ 


43 


Primal Rage 


$ 


39 


Diggers 


$ 


30 


Red Ghost 


$ 


33 


Doom2 


$ 


45 


S.W.A.T. 


$ 


39 


Druid 


$ 


32 


ShangHai 


$ 


39 


Duke Nukem 3D 


$ 


34 


Sim Tower 


$ 


27 


Dungeon Master 2 


$ 


37 


Star Trek: Judgement Rits 


$ 


49 


Earth Worm Jim 


$ 


42 


Steel Panther 


$ 


38 


Earthsiege 2 


$ 


45 


SU-27WIN95 


$ 


42 


Empire Pinball 


$ 


35 


Terra Nova 


$ 


39 


Exploration 


$ 


37 


TFX2000 


$ 


39 


Fade to Black 


$ 


46 


Tie Fighter 


$ 


36 


FiFa Soccer 


$ 


39 


TopGun 


$ 


39 


Full Throttle 


$ 


41 


Total Distortion 


$ 


49 


Gabriel Knight 2 


$ 


47 


Trophy Bass 


$ 


41 


Gadget 


$ 


36 


Under a Killing Moon 


$ 


41 


Hardball 5 


$ 


39 


Virtual Pool 


$ 


37 


Hive 


$ 


43 


War Craft 2 


$ 


44 


Jagged Alliance 


$ 


34 


Wing Commander4 


$ 


51 


Johnny Mnemonic 


$ 


38 


WitchHaven 


$ 


39 


King Quest 7 


$ 


35 


Zeddas 


$ 


34 



1-800-552-7835 

http://www.mwcd.com 

No surcharges on credit card orders.All C.O.D. add $5.00 extra. Returns 
require authorization # and are subject to 15% restocking fee. Shipping 
charges are apply .We are not responsible for any typographic errors. All 
price are subject to change without notice. 
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WHAT'S THE R 




ART 



AT SPEE 



A ( 73 



RIVAL 
3 PINTO? 



"What's even better than the outright speed is 
the thoughtfulness of the design. This is 
probably the perfect PC for games. 

- Computer Games Strategy Plus 




This system is well worth the money 



Compute 




"if you want to go all out for ga 
Falcon is the best bet for your i 

' Computer Gam 




FALCON NORTHWEST 

COMPUTER SYSTEMS . 

263 Sooth Boyshoie Dim, Coos Boy, OR 97420 
Hi: (541) 269-0775 Fok: (541) 267-2575 
WWW.FAIC0N.COM 




The Falcon MACH V 133 MHz 
Pentium™ - $2,995 

Standard Features as of 1/1/96: 

Intel Pentium" 133 MHz Processor 

1007. Compatible with all PC Software 

Falcon Dual Voltage PCI Bus Motherboard 

h, ' ' Accepts 75-200 MHz CPU's! 

■" ; J ' 256K of 8 Nanosecond Synchronous Borst Cache - NEW! 

64 Bil PCI Graphics Accelerator with 1 Megabyte 

1080 megabyte MODE 4 1 0 ms Enhanced IDE Hard Drive - NEW! 

8 megabytes of 60 ns EDO RAM expandable to 128 - NEW! 

{ 140 ms 8 Speed Caddyless CD-ROM Drive - NEW! 

if Creative Labs Soundblaster 1 6'" & Shielded Multimedia Speakers 

g CH Products Flightstick PRO " & High Speed 
» J* Dual Gameports 

14" SVGA Non-Interlaced Monitor, .28dp, Full-Screen 

101 Key Ergonomic Keyboard with Wrist Rest 

3 Button Serial Mouse with Mousepad 

' ; Windows 95" on CD 

Microsoft DIRECTX drivers for Serious Windows 95" 
Gaming Included! 

One Year Parts & lobar Warranty Including One Year On-Site 
Service 

16550 HARTS, Customized BIOS', Temperature Sensitive Fans 
and many other unique Features! 




subscribe. 

A one-year subscription includes your choice of a 
FREE Adult CD-ROM sampler, all for only $17.95! 
And all new subscribers are automatically entered in our contest... 
YOU MAY WIN ONE OF THESE FANTASTIC PRIZES: 

1 First Prize: A Vacation For Two at a Luxury 
Resort in Cancun* 

50 Second Prizes: IQ T-shirts 
100 Third Prizes: IQ Mouse Pads 
* Airfare not included. 



(jiuuuui reviews iu guiue 

you in your search for 
interactive pleasure 
and perfection. 



OFFICIAL CONTEST RULES: Every subscription pur- 
chased by March 31, 1996 is automatically entered 
into the contest. You may also enter by sending in a 
postcard the words "Interactive Quarterly" along 
with your name, age, date of birth, and address, 
and mail to: IQ Contest CGW0396, 551 Valley Road, 
Montclair, Nl 07043, postmarked by March 31, 
1996. • Only one entry per household. No mechani- 
cal reproductions. • You must be 21 years of age or 
older to enter this contest. • Winners will be select- 
ed in random drawings and notified by mail. A list 
of the prize winners may be obtained by sending a 
self-addressed, stamped envelope to the above 
address. • Odds of winning depend on the number 
of entries received. • Void where prohibited by law. 



Mail to: IQ, CGW0396, 551 Valley Road, Suite 373, Montclair, NJ 07043 
Fax: 201-783-3686 or E Mail at: IQMAG@aol.com. 

, Circle Reader Service 0196 



ROMSOFT 37AK 



ADULTS ONLY -800-; 

PO BOX 14 DEPT 10598 HANCOCK, VT 05748 INT'L 802-767-3033 FAX 802 



Spend $60. 

Get a Bodycello 
sampler disk FREE. 

Request must be made at time of purchase. 
Quantities limited. Offer subject to change 
or cancellation at any time. 



PC INTERACTIVE 

Adv Seymore Butts$39 
ADV SEYMORE 2 S49 

Buster Cherry $45 
CA Coll'ge Girls ea$24 
Casting Couch $44 
Chamelions $42 
Club Cyberlesque $29 
Come Play wth Me $36 
Cyber Photograph $49 
Cyber Strip Blk Jck$36 
Cyber Strip Poker $36 
Cyber-Peep lactive$19 
Cyberpeep 2 ea $34 
Dark Tunnels $18 
Designer Bodies $36 
Desktop Mistress $49 
Desktop Voyeur 1 $49 
Dirty Debutantes 2 $39 
Dirty Tricks $46 
DIVA X $38 
Dream Machine $36 
Dream Machine 2 $49 
Electric Swing $39 
Fantasy After Dark $35 
Fox Pack $37 
Fun House $39 
Girlfriend Teri $39 
G-FRIEND TRACY$39 
Golden Words $24 
Heidi's House $39 
Hollyw'd Body Dbie$44 
Hot Slots $37 
Hump Towers $44 
IA Se-ual Therapy $46 
Intmat'l Strip Poker$22 
INT POSSIBILITY $39 
Japan Interactive $44 
Ladies Poker Night $26 
Latex $44 
Luscious Ladies $24 
Lust Connection $39 
Maddams Family $29 
Maid to Order $44 
Max t'Naughty Dog $49 
Midnight Stranger $45 
Mind Teazzer $29 
Mind Teazzer 2 $32 
Mustang l-active $42 
Mystik Mistress $44 
Nasty Parts $42 
NET EROTIQUE $39 
Neurodancer $39 
Neuropak $54 
Nick Steele P.I. $39 
Night Owl 18 $29 
Nightwatchl or2ea$39 
Nightwatch 3 $49 
Paradise Club $19 
Peep Show 2 $49 
Penetration $19 
Penthouse IA 2 $44 
Penthouse IA 3 $59 
Penthouse IA 4 $59 



PC INTERACTIVE 

Penthouse IA 5 $59 
Pleasure Zones $33 
Poker Party $45 
Romsoft 3 Pack $29 
Scissors N' Stones $29 
Secrets Interactive $35 
Seductive Games $19 
See Some 3 Some $39 
Se- the Game $29 
Sorority House $34 
Sorority Kittens $42 
SPACE SIREN EAS29 
Spread-Em $34 
Spy Club $49 
Strip Black Jack $44 
Strip Poker Pro $24 
Strip Poker Pro 2 $36 
Surfin' Sam $39 
Teresa May $44 
Texas Table Dance $39 
The Passion $39 
Time Warp $52 
VAMPIRE'S KISS $38 
Virtual Director $39 
VRTL LAS VEGAS$44 
Virtual Strip Tease $26 
VRTL VALERIE 2 $36 
VRTL VIBRATIONS $8 
VIRTUAL VIXENS $24 
Virtually Yours $38 
Virtually Yours 2 $39 
WANDERLUST $44 
What's Your Name $34 
Wheel of Fantasy $26 
Winner Takes All $39 
You're the Director $39 
Zpider Erotic Gmes$26 

PC MOTION 

101 Orient Delight 2$19 
101 Positions 2 $24 
Adult Almanac $49 
ADVENTURE KID 2$22 
All Beauties 2 $19 
Amateur Allstars $19 
Amateur Models 4 $28 
American Blond $24 
Amorous Asians 2 $29 
Asia - $27 
Asian Heat $24 
Asian Ladies ea $39 
Asian Paradise $42 
Babe Patrol $19 
Babes Illustrated 2 $25 
Back Door Mistress$19 
Bad Girls 1 or 2 ea$24 
Bare Exposure $25 
Billionaires Blondes$28 
Biind Spot $24 
Blond Justice $25 
Blondage $24 
Bonnie & Clyde $26 
Busting Out $19 



PC MOTION 

Bustin' Through $24 
Casting Call 2 $36 
, Cheating $24 
Club 21 $24 
College Girls 2 $24 
Computer Girls $19 
Consenting Adults $16 
Crazy wth the Heat $24 
Crimes of Passion $28 
CRYSTAL FANTASY$39 
Curse of Catwoman$24 
Cyberpeep Lisa $49 
Danish Girls Only $25 
Dark Sde of Shayla$29 
Day Dreams $25 
Debbie Does Dallas $29 
Deep Tush1or2ea$22 
Dirty Debutantes $24 
Dirty Western 2 $25 
Double Down $24 
Double Entry $16 
Dream Scenes $16 
Endless Passion $19 
Endlessly $24 
Eruption $15 
Evil Seductress $26 
Exchange Student $24 
Fantasies $24 
Femme Fatale $19 
Flesh Tones $24 
Flesh for Fantasy $24 
FreakShow 1 or2 ea$1 8 
Ghostly Desires $44 
Girls & Their Toys $19 
Girls Of Pleasure $26 
Girls on Girls $22 
Girls with Curves 2$24 
Glamour Girls 2 $24 
Glimpses l-active $24 
Go Digital 2 $14 
Hard Core $24 
Hidden Obsessions$25 
Hollywood Babylon$19 
Hot Dog Girls $19 
Hot House Flowers$24 
Hot Leather $29 
Hot Talk $16 
HotWired $26 
Ice Woman $24 
If Looks C'ld Thrill $24 
Insatiable $24 
Inside Trinity Loren$19 
Kama Sutra $24 
Kinky Interviews 2 $32 
LA BLUE GIRL 1 $22 
LA BLUE GIRL 2 $22 
Lap Dancer $25 
Loads of Fun 2 $19 
Love Bites $26 
Love Doll Lucy $26 
Love Juice $22 
Maximum Moments $34 
Model Wife $24 
Models Etc. $24 
Mulva $18 
Naked Reunion $24 
Nsty Neighbor Grls$24 
NEW MCHINE PK 2 $44 
Night Trips 2 $25 
Nova Collection 3 $24 
Nova Collect 4 or 5$19 
One Nine Hundred $19 
Orient X-Press $22 



PC MOTION 

ORIENTAL ACTION $26 

Passion Files $16 
Pink Baroness $16 
Pink Lady Detective$24 
Plaisirs Du Hasard $16 
Plan 69 fr'm Space$36 
PLATINUM 6 PCK $42 
Play Mistress $24 
Pleasure n'Paradise$25 
Pretending $24 
Princess Orgasmia$24 
Private Moments $25 
Project - $36 
Putting It Behind 2 $24 
Racquel Released $24 
Racquelle in t' Wild$24 
Rain Women $38 
ROMSOFT 6 PCK $39 
Route 69 $49 
Secrets 2 $24 
Seduction of Suki $22 
Select a Pet 2 $29 
SEYMORE 6 PCK $39 
Sharon Starlet $24 
Silent Strangers $24 
Simply Irresistable $24 
Sindy Does it All $29 
Skin Tight $15 
South'n Beauties 2 $32 
Spin the Bottle $34 
St. James Place $34 
Steal This Heart $36 
Stocking Stuffers $33 
Strange Sex $29 
Super Model #1 $24 
Sprstars of Japan 2S3S 
Sushi To Go $22 
Swingers Wrldwide$29 
Taboo 12 $25 
Taboo 13 $24 
The French Way $32 
The Joy of Sex $34 
The Vision $22 
Things Change $25 
TOKYO NIGHTLIFE $49 
Tokyo N-mphs $22 
Too Naughty $29 
Topless Dancer $29 
Toy's Not Boys $29 
TRACY I LOVE U' $24 
Ultrasex3 $18 
UROTSUKIDOJI $23 
U ROTSU KiDOJI 3 $24 
UROTS. COLLECT$48 
Virgins 3 $39 
Women Bevly Hills $24 
Who Killed L'g D'g $26 
Willing S Able $16 
Woman to Woman $24 
Y'g& the Restless $19 

PC STILLS 

3D Darling $19 
3D Dream Girls $19 
Adult Palate 2 $22 
Amateur Models $22 
Art of Olivia $30 
Asian Fantasy Girls$22 
Asian Hot Pix $19 
Asian Palate $24 
Asian Pearls 1 or 2$28 
Aword Win Photos $22 
Biker Babes $29 



PC STILLS 

CELEBRITY NUDE $25 

Danish Fantasies $39 
Domin-A-Trix $19 
Erotic Giant $24 
European Erotica $29 
Girls of Rising Sun $14 
Hard Core GIF's $29 
HIGH VOLUME $28 
Intemat'l Beauties $24 
Jigsaw Pinups $20 
La Femme Venus $29 
Legs , Lace . Li n ge n e $24 
Nova Collection 2 $24 
Nude:Private Wrks $15 
Oral Fixation $32 
Overexposed $28 
Private Video Mag $29 
Select A Pet $29 
Sexiest Women 2 $24 
Shaved Pink $25 
SOUTH'N BEAUTY $34 
Stripping Hot Girls $24 
Super Smutware $26 
Sweet Cheeks $26 
Sweet Dreams $29 
TABLOID BEAUTY $19 
TOKYO GLAMOUR $29 
Totai Fantasy $24 
Visions of Erotica $29 
Women of Moscow $34 

3DO SOFTWARE 

Blond Justice $29 
Digital Dreamware $29 
Endlessly $29 
Immortal Desire $29 
Love Bites $29 
Neurodancer $39 
Passenger 69 $29 
Passon $29 
Sex $29 
Spr Models Go Wld$29 
The Coven $29 

CD) SOFTWARE 

Affairs of the Heart $26 
Bttle of Superstars $26 
Bonnie & Clyde $26 
Burgundy Blues $25 
Burning Secrets $25 
Crazy w/the Heat 3$25 
Day Dreams $25 
Justine $36 
Mask $26 
Moreth'n Hndfull 5 $25 
Novel Desires $29 
Passenger 69 $29 
Passon $29 
Pink Lady Detective$25 
Poison $26 
Pretending $25 
Red Chair $20 
Silent Stranger $26 
Steal This Heart $36 
Stiletto $26 
Super Model $26 
Swindle $29 
Taboo 13 $25 
Target of Seduction $29 
The Coven 1 or 2 $26 
Things Change $36 
Vagablonde $26 
Vice $26 



'ROMSOFT 3 PAK' Included in this 
HOT, HOT, HOT adult 3 pack are a 
selection of the best products offered 
from Romsoft. Captured Elegance, 
Penetration and She's So Sleazy com- 
bine to make a super value that is sure 
to triple your pleasure. 3 CD's $49 



'GIRLFRIEND TRACY' Tracy com- 
bines artificial intelligence, virtual real- 
ity and erotic sound effects unlike any- 
thing else available. Tracy is ready 
and waiting for you to teach her things, 
your hobbies, your favorite topics, and 
much more. CD $39 



MFMPEG3P/ 



'ROMSOFT MPEG 3 PAK' Triple your 
pleasure with this hot adult 3 pak from 
Romsoft. This tremendous value 
includes Massive Melons, Touch Me 
Feel Me and Double Down. All these 
titles combine to make this 3 pak a HOT, 
HOT, HOT offer! 3 CD's $49 




'VIRTUAL VALERIE 2' Virtual Valerie 2 is the 
ultimate in cyberotica and the embodiment of 
every red-blooded technophile's deepest 
desires! Sophisticated 3D modeling, tantaliz- 
ing animation, erotic sound effects, and a siz- 
zling music score combine to create a mind 



blowing sextravaganza! 




CD $36 

'STRIP POKER 
PROFESSION- 
AL VOL. 2' com- 
bines the strate- 
gic play action of 
5 Card Draw 
Poker with some 
very different 
table stakes. 4 
gorgeous oppo- 
nents who want 
to beat the pants 
off you! CD $36 



ROMSOFT 6 PAK 
VOLUME 2 



'ROMSOFT 6 PACK 2' This six pack 
includes the following fabulous titles from 
Romsoft: Babe Patrol, Hot Dog Girls of 
Florida, Luscious Ladies in Lingerie, 
Extasy Suites, Striptease and A Shot in 
the Pink! This is an excellent value of top 
quality products. 6 CD'S $39 



OVERNIGHT SHIPPING IN US S4 PER ORDER. Mail to Canada, PR, HI, AK, AP0, FPO $4 per order. Worldwide airmail $6 per item. Handling S2 per shipment. 
Hardware orders may require additional shipping charges. Cannot guarantee Customs clearance. Order at your own risk. 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD SB. Defectives replaced with same product. Most items 
shipped same day. Shipping times may vary. Price/availability may change. All sales final. Restrictions apply. Call for details. MUST BE AN ADULT TO ORDER. 



Circle Reader Service #195 



CGW396A 
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. a fantastic interactive 2 CD title 
by Emmy-winning comedy writers. 
You play "Bob" and try to pick 
up chicks in LA's hottest clubs. 
Great acting and hilarious game 
play. 




vK BODV # 



All Night Long 
Asia X 

Bet Your Sweet Booty 
Beverly Hills Call Girls 
Busty Babes 3 
Busty Babes 4 
Elite Amer Models I or 2 
Elite Euro Models I or 2 
Girls on Girls 
Private Photodisc #1 
Select A Pet I or 2 
Southern Beauties 2 
Tabloid Beauties 



$24 
$39 
$24 
$29 
$34 
$39 
$24 
$24 
$39 
$34 
$29 
$39 
$34 



D. Debs. 2 Asian Invasion 
Dirty Tricks 

Machine 
Dream Machine 2 
Fantasy After Dark 
Girlfriend Tracy 
Intimate Possibilities 
Men In Motion 
Nasty Parts 
NeuroDancer 
Nick Steel 
Nightwatch 3 
Ninja Nymphs 
PeepShow 
Poker Party 
Porno Poker 



**** - IQ Magazine 
A famous cover girl, an evil studio head 
and over 50 levels of great 
full-screen 3D game play. 

COMING SOON... 

An outrageous, sexy comedy adventure 
with highly charged erotic encounters 
and strong multi-level game play. 



<SE-i INTERACTIVE QUARTERLY PRESENTS. . . m 

TO The Buyer'$6uide "£fC d 
to Adult Software 



■ Internet 

Access 
- The Big 

Stars and 



^ Call Today! 

The RomAntic SixPak 
Tokyo Glamour Girls 
Visions of Erotica 



AN INTERACTIVE CO-ROM ■ RESERVE ffilJR COPY HOW! 



Try out all 
the new 
titles! 





Private Prison 
Samurai Pervert 
Scissors N Stones 
See Some, 3 Some 
Sex Sports Trivia 
Sorority Sex Kittens 
Space Sirens 
Tokyo Nightlife 
Vampire's Kiss 
Venus Playhouse 
Virgins 3 Temple/Virginity 
Virtual Photoshoot 1-6 ea. 



$49 
$49 
$29 
$39 
$39 
$49 
$49 
$49 
$59 
$39 
$49 
$49 



Movies 



i Interactives 



Adv. of Seymore Butts 
CyberStrip Blackjack 
CyberStrip Poker 



$39 
$34 
$34 




All these (D's $19 each! 


Adven Mikki Finn 


19 


All That Sex 


19 


AdultStai-s: Blondes 


19 


Box Hunt 


19 


Butt of Course 


19 


Bra Busting Babes 


19 


College Girls 


19 


Daydreams 


19 


Deep Throat i or 2 


19 


Face Sitters 


19 


Hooter Hunt 


19 


Hot Dog Girls 


19 


HotWire 


19 


Indiscretions 


19 


Lip Service 


19 


Other Side Chelsea 


19 


Put it in Gere 


19 


Rise Roman Empress 


19 


Sexy Nurses 2 


19 


The Reel World 


19 


Toys Toys Toys 


19 



Phone (201) 783-3600 • Fax (201) 783-3686 • FAXBACK Line (201) 783-3374 • http://www.iqmag.cotn 

Send Orders To: Mission Control, 7 Oak Place, CGW0396, Montclair, NJ 07042 MC,Visa, Discover, Checks & Money Orders. Checks 
held 14 days. Please Include Phone #. Shipping $7 OVERNIGHT (most areas) Infl Shipping $25. E-Mail MissionCd@aol.com 
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W 1 



elcome to the Cooperstown of Computer Games. Here, 
raised upon pedestals, you'll find the games that broke 

IEECE3EI 



the records, established the benchmarks, and held gamers In 
delighted trances for hours untold. 



An 



T3T! 




DAY OF THE TENTACLE 

LUCASARTS 1993 

When the zany team of Dave 
Grossman and Tim Schafer 
created the script for Day of 
the Tentacle, they had one 
goal in mind-to create the interactive equiva- 
lent of a Chuck Jones cartoon. They succeed- 
ed so well in their mixture of crazy dialogue and off-beat sight gags 
that by the time they showed Day of the Tentacle to their idol (Jones is 
arguably the king of the classic Warner Brothers cartoon directors unless you 
talk to equally devoted Robert Clampett and Fritz Freleng aficionados), he 
was impressed enough to try to hire artists Peter Chan and Larry Ahern out 
from under the project. Fortunately, the artists stayed aboard; the animation 
team created smooth-flowing sequences like some game designers had 
always said could not be done; Richard Saunders (WKRP In Cincinnati's Les 
Nesman) led the voiceover actors in a series of clever performances; and the 
script from Grossman and Schafer kept gamers full of both challenge and 
laughter from start to finish. Day of the Tentacle was supposed to be a 
sequel to Maniac Mansion. Maniac Mansion was Lucasfilm Games' first game 
as publisher instead of developer, the game which developed the basic 
toolset for their successful series of graphic adventures (the SCUMM game 
engine is an acronym for Story Creation Utility for Maniac Mansion), and the 
inspiration for a cable television series of the same name. Today, Day of the 
Tentacle is better known and better loved than the game that spawned 
LucasArts' successful string of graph- 
ic adventure games. 




FRONT PAGE SPORTS 
FOOTBALL PRO 

SIERRA/DYNAMIX 1993 

From its inception, Front Page 
Sports Football Pro (FPSFP) has 
offered the best computer football 
game graphics possible with 3-D 
perspectives, a rich color palette and flashy 
replay features. Project leader Patrick Cook had discovered the value of 
crisp, vibrant graphics in his earlier tenure with Cinemaware's TV Sports 
series of games, and he used that to give FPSFP the right look and feel to 
capture the loyalty of thousands of computer football fans. With the first 
FPSFP edition, he founded a dynasty where those same fans plunk down 
their hard-earned cash for virtual season tickets year after year, as updates 
of the great system come along. In addition to the appeal of great graphics, 
FPSFP brought authentic player/team statistics to the table, allowing gamers 
to play as general manager and handle personnel management decisions 
from drafts through trades, lineups and injuries. FPSFP also offered the abil- 
ity to design custom plays/playbooks and provide for league play with cus- 
tom coaching profiles for Al coaches. Some computer football games offer 
better stat models and some console football games offer better action, but 
when most gamers think of computer football, they automatically think of 
Front Page Sports Football Pro. 




► inductees Prior To 1989 

Battle Chess (Interplay Productions, 1988) 
Chessmaster (The Software Toolworks, 1986) 
Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (Interstel, 1978) 
F-19 Stealth Fighter (MicroProse, 1988) 
Gettysburg: The Turning Point (SSI, 1986) 
Kampfgruppe (Strategic Simulations, 1985) 
Mech Brigade (Strategic Simulations, 1985) 
Might & Magic (New World Computing, 1986) 
M.U.L.E. (Electronic Arts, 1983) 
Pirates (MicroProse, 1987) 
SimCity (Maxis, 1987) 
Starflight (Electronic Arts, 1986) 
The Bard's Tale (Electronic Arts, 1985) 
Ultima III (Origin Systems, 1983) 
Ultima IV (Origin Systems, 1985) 
War in Russia (Strategic Simulations, 1984) 
Wasteland (Interplay Productions, 1986) 
Wizardry (Sir-Tech Software, 1981) 
Zork (Infocom, 1981) 




Falcon 3.0 


Red Baron 


(Spectrum HoloByle, 1991) 


(Dynamix, 1990) 


GUNSHIP 


Sid Meier's Civilization 


(MicroProse, 1989) 


(MicroProse, 1991.) 


Harpoon 


Their Finest Hour 


(Three-Sixty Pacific, 1989) 


(LucasArts, 1989) 


King's Quest V 


The Secret of Monkey Island 


(Sierra On-Line, 1990) 


(LucasArts, 1990) 


Lemmings 


Ultima VI 


(Psygnosis, 1991) 


(Origin Systems, 1990) 


Links 386 Pro 


Ultima Underworld 


(Access Software, 1992) 


(Origin Systems, 1992) 


M-1 Tank Platoon 


Wing Commander 1 & II 


(MicroProse, 1989) 


(Origin Systems, 1990-91) 


Railroad Tycoon 


WOLFENSTEIN 3-D 


(MicroProse, 1990) 


(id Software, 1992) 
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PATCHES 



Computer game programs have grown so massive and the I Software fixes, or "patches," for buggy programs have become 
number of hardware configurations has become so huge ! a necessary evil until we reach the golden age of standardized 
that incompatibilities and glitches are frustratingly common. I platforms and bug-free programs. Red indicates new files. 



Advanced Civilization V1.01 
Update: Fixes many small prob- 
lems and the Windows 95 city con- 
struction problem. 11/29/95 

Apache Update: Addresses 
problems with the preferences 
screen and with Invincible mode. 
This patch does not address the 
modem problems. 10/24/95 

Buried in Time Update: 

Includes new 16-bit Windows exe- 
cutables, fixes the exploding wall 
problem in Chateau Galliard and 
the Alien Hallway lockup; portions 
have also been enhanced for better 
performance. 10/11/95 

CivNet Update: Fixes several 
reported problems. 12/8/95 

Command & Conquer V1.18P 
Patch: Includes fixes for all known 
bugs to date and some game bal- 
ance changes. 11/27/95 

Crusader: No Remorse VI. 21 
Update: Includes several new fea- 
tures and fixes. 12/22/95 

Dungeon Master 2 Sound 
Fix: Patches both the demo and 
the retail version, 7/29/95 

First Encounters V1.06 
Update (English CD 
Version): Fixes reported bugs. 
12/6/95 

Flight Commander 2 Vl.0,4 
Update: Fixes some reported 
errors. 10/11/95 

Flight Unlimited V2.0: 

Contains two physics fixes, two 
video fixes, fixes a couple of con- 
troller bugs, a mouse driver prob- 
lem, and adds total energy com- 



pensation to the Grab's variometer. 
8/30/95 

Hardball 5 v5.12 Update: 

Fixes errant force-outs, problems 
preventing customized stat selec- 
tions. 12/5/95 

Heroes of Might and Magic 
VI. 2 Update: Fixes some prob- 
lems with connecting via modem 
and some random crash problems. 
10/24/95 

Hive Update: Makes the game 
easier. 12/4/95 

MechWarrior 2 DOS Version 
Vl.l Update: Fixes several 
things, including the right side tak- 
ing more damage on mechs, 
increased joystick support and 
Windows 95 crash problems. 
11/20/95 

NHL 96 Update: Fixes a variety 
of technical problems, including 
playoff lock-ups or problems with 
saving playoff games to hard disk. 
12/2/95 

PBA Bowling for Windows 

VI. 10: Incorporates several fixes 
and improvements. 12/27/95 

Road From Sumter to 
Appomattox Update: Corrects 
retreat rule problems, allows con- 
federate recruiting in Kentucky and 
Missouri. 12/8/95 

Rebel Assault for Macintosh 
Update: Helps correct random 
lockups; also provides native sup- 
port for Power Macs. 11/24/95 

Riddle of Master Lu Update: 

Removes the 100 room limitation 
which causes the "Fatal Error" and 



others near the end of the game. 
This patch will work with your cur- 
rent saved games. 10/27/95 

Steel Panthers Vl.l Update: 

Corrects several reported bugs. 
10/23/95 

Stonekeep Vl.l Update: 

Fixes reported bugs. 12/23/95 

Su-27 New and Revised 
Missions: Contains revisions to 
several of the training missions, and 
additional six "Airmanship" mis- 
sions. 12/21/95 

Tigers on the Prowl VI. 26: 

Fixes all known problems and 
improves some Al functions; may 
be used to upgrade any previous 
version of TOP. 10/19/95 




These patches can usually be 
downloaded from the major on- 
line networks (CompuServe, 
GEnie, ZDNet) and Computer 
Gaming World's Web Site 
(http://www.zdnet.com/~gaming), 
but can also be obtained from 
individual software publisher's 
BBSes or direct from the publish- 
er with proof of purchase. 



Ultimate 
Football '95 CD 
Update: Corrects 
the "CD not found" 
problem. 10/19/95 

Virtual Pool IRQ 
Update: Allows any 
version of Virtual 
Pool to use IRQ 10 
and above. 11/1/95 

Warlords II 
Deluxe V2.2.4: 

Fixes multiple prob- 
lems. 11/10/95 



► Publisher BBS Numbers 

Many of these patches are available directly from 
the publishers' bulletin board systems. Call with 
your modem parity settings at N-8-1 . 
Accolade (408) 296-8800 
Apogee (508) 368-7036 
Bethesda (301) 990-7552 
Blizzard (714) 556-4602 
Broderbund (415) 883-5889 
Capstone (305) 374-6872 
Creative Labs (405) 742-6660 
Id Software (508) 368-4137 
Impressions (617) 225-2042 
InterPlay (714) 252-2822 
LucasArts (415) 257-3070 
Maxis (510) 254-3869 
MicroProse (410) 785-1841 
Microsoft (206) 936-6735 
NovaLogic (818) 774-9528 
Origin (512) 328-8402 
Papyrus (617) 576-7472 
Sierra Online (206) 644-0112 
Spectrum HoloByte (510) 522-8909 
SSI (408) 739-6137 or (408) 739 6623 
Virgin Interactive (714) 833-3305 
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THE COMPUTER GAMING POLL • a monthly survey of the readers of computer gaming 



You've read our take on the latest games, now here's a chance to see what your fellow gamers think. The CG Top 100 is a monthly 
tally of game ratings provided by our readers via the CG Poll ballot found in each issue. Approximately 50 games are rated each 
month, and the results are added to the aggregate results from past months. This historical database serves as a terrific reference for 
what you, the gamers, feel are the best plays in gaming. 



| TOP ACTION GAMES 


1 

2 


DOOM 

Crusader: No Remorse 


id Software 
Origin 


10.24 
10.01 


3 


DOOM II 


id Software 


9.77 


4 


Dark Forces 


LucasArts 


9.70 


5 


Virtual Pool 


Interplay 


9.52 


6 

i 


Magic Carpet 
System Shock 
The Need For Speed 


Electronic Arts 
Origin 

Electronic Arts 


9.48 
9.19 

9.12 




Heretic 


id Software 


9.08 




Mortal Kombat 3 


GJ Interactive 


8.89 



most 



TOP ADVENTURE GAMES 



1 

2 
3 
4 


Full Throttle 
Gabriel Knight 
Sam & Max Hit The Road 
Woodruff & Schnlhble 


LucasArts 
Sierra 
LucasArts 
Sierra 


9.44 
9.42 
9.33 
9.28 


5 


Relentless 


Electronic Arts 


9.12 


6 
7 
8 


Ecstatlca 

Under A Killing Moon 
Legend of Kyrandia 3 


Psygnosis 

Access 

Virgin 


9.09 
9.04 
8.94 


i 


Phantasmagoria 
Riddle of Master lu 


Sierra 

Sanctuary Woods 


8.91 
8.88 




TOP CLASSIC/PUZZLE GAMES 



1 

2 


Incredible Toons 
Incredible Machine 2 


Dynamix 
Sierra 


8.86 
8.85 


3 


Zig Zag 


QQP 


8.29 


4 


Clockwerx 


Spectrum Holobyte 


8.25 


5 


Hodj n' Podj 


Virgin 


8.16 


6 


Power Poker 


Electronic Arts 


7.83 


7 


Shanghai-Greatest Moments 


Activision 


7.75 


8 


Lemmings Chronicles 


Psygnosis 


7.47 


9 


Multimedia Celebrity Poker 


New World Computing 


7.28 




Bridge Olympiad 


QQP 


7.28 



TOP SIMULATION/SPACE COMBAT GAMES 



1 




COMPANY 


SCORE 


2 


Wing Commander 3 
TIE Fighter 


LucasArts 


10.26 


3 


MechWarrior 2 


Activision 


10.10 


4 

5 


NASCAR Racing 


Papyrus 
Electronic Arts 


10.01 
9.86 


6 

7 


U.S. Marine Fighters 
U.S. Navy Fighters 


Electronic Arts 


9.60 
9.56 


8 


Wings of Glory 
Flight Unlimited 


Origin 

Looking Glass 


9.51 


9 


Indy Car Racing 


Papyrus 


9.43 


10 


Aces of the Deep 


Dynamix 


9.38 



TOP SPORTS GAMES 



1 

2 


NBA Live '95 
NHL Hockey 


Electronic Arts 
EA 


9.86 
9.86 


3 


Front Page Sports Football 95 


Sierra 


9.64 


4 

5 
6 


PGA Tour Golf 486 

Front Page Sports Baseball 

Hardball 5 


Electronic Arts 

Dynamix 

Accolade 


8.93 
8.76 

8.72 


7 


Hardball IV 


Accolade 


8.70 


8 


Tony LaRussa 3 


SSI 


8.12 


9 


Rugby World Cup 1995 


Electronic Arts 


7.91 


10 


Ultimate Football '95 


MicroProse 


7.75 



TOP ROLE PLAYING GAMES 



' 1 

2 
3 
4 


Anvil of Dawn 

Might & Magic: Clouds of Xeen 
Ravenloft: Stone Prophet 
Arena: The Elder Scrolls 


New World Computing 
New World Computing 
SSI 

Bethesda 


9.15 
9.07 
8.98 


8.83 


5 


Wolf 


Sanctuary Woods 


8.64 


6 

i 


Stonekeep 

Menzoberranzan 

Ravenloft 


Interplay 

SSI 

SSI 


8.45 
8.26 
8.16 




Mordor 


TDA 


8.00 




Dark Sun: Wake of the Ravager 


SSI 


7.64 
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TOP STRATEGY GAMES 




Warcraft II 


Blizzard 


10.60 


2 


X-COM 


MicroProse 


10.37 


3 


Command & Conquer 


Virgin 


10.01 


4 


Heroes of Might & Magic 


New World Computing 


9.85 


5 


Jagged Alliance 


Sir-Tech 


9.81 


6 


Warlords II Deluxe 


SSG 


9.79 


7 


Master of Magic 


MicroProse 


9.66 


8 


Warcraft 


Blizzard 


9.64 




X-COM: Terror from the Deep 


MicroProse 


9.38 


10 


Merchant Prince 


QQP 


9.08 




\ TOP WARGAMES 


- 1 


Panzer General 


SSI 


10.46 


2 


Steel Panthers 


SSI 


10.46 


3 


Rise of the West 


RAW 


9.63 


4 


Flight Commander 2 Msn Bldr 


Avalon Hill 


9.48 


5 


Stalingrad 


Avalon Hill 


9.38 


6 


Operation Crusader 


Avalon Hill 


9.36 


7 


Flight Commander 2 


Avalon Hill 


9.35 


8 


Custer's Last Command 


Incredible Simulatio 


9.12 




Tanks 


SSI 


9.00 


:. 


Tigers on the Prowl 


HPS Simulations 


8.97 



A 



TOP 100 GAMES 



Reader Poll #138 





GAME 


COMPANY 


TYPE 


SCORE 








ST 


10.60 


\% 


Wing Commander 3 


Origin 


SI 


10.57 


X 3 


Steel Panthers 


SSI 


WG 


10.46 


It 


Panzer General 




WG 


10.46 




X-COM 


MicroProse 


ST 


10.37 




TIE Fighter 


LucasArts 


SI 


10.26 


x-l 


DOOM 


id Software 


AC 


10.24 


8 


MechWarrior 2 


Activision 


SI 


10.10 


9 


Crusader: No Remorse 


Origin 


AC 


10.01 




Command & Conquer Virgin 


ST 


10.01 




NASCAR Racing 


Papyrus 


SI 


10.01 




NHL96 




SP 


9.86 




U.S. Marine Fighters 


Electronic Arts 


SI 


9.86 


■i 


NBA Live '95 


Electronic Arts 


SP 


9.86 


15 


Heroes of Might & Magic 


New World Computing 


ST 


9.85 


16 


Jagged Alliance 


Sir-Tech 


ST 


9.81 


17 


Warlords II Deluxe 


SSG 


ST 


9.79 


18 


DOOM II 


id Software 


AC 


9.77 


19 


Dark Forces 


LucasArts 


AC 


9.70 


20 


Master of Magic 


Micro Prose 


ST 


9.66 


21 


Front Page Sports Football 95 


Sierra 


SP 


9.64 




Warcraft 


Blizzard 


ST 


9.64 


23 


Rise of the West 


RAW 


WG 


9.63 


24 


U.S. Navy Fighters 


Electronic Arts 


SI 


9.60 


25 


Wings of Glory 


Origin 


SI 


9.56 


26 


Virtual Pool 


Interplay 


AC 


9.52 


27 


Flight Unlimited 


Looking Glass 


SI 


9.51 


28 


Flight Commander 2 Msn Bldr 


Avalon Hiil 


WG 


9.48 




Magic Carpet 


Electronic Arts 


AC 


9.48 


f 30 


Full Throttle 


LucasArts 


AD 


9.44 


31 


Indy Car Racing 


Papyrus 


SI 


9.43 


32 


Gabriel Knight 


Sierra 


AD 


9.42 


33 


Stalingrad 


Avalon Hill 


WG 


9.38 




X-COM: Terror from the Deep 


MicroProse 


ST 


9.38 




Aces of the Deep 


Dynamix 


SI 


9.38 


36 


Operation Crusader 


Avalon Hill 


WG 


9.36 


37 


Flight Commander 2 


Avalon Hill 


WG 


9.35 


38 


Sam & Max Hit The Road 


LucasArts 


AD 


9.33 


39 


Woodruff & Schnibble 


Sierra 


AD 


9.28 


40 


Fleet Defender 


MicroProse 


SI 


9^25 


41 


System Shock 


Origin 


AC 


9.19 


f 42 


Anvil of Dawn 


New World Computing 


RP 


9.15 


43 


Custer's Last Command 


Incredible Simulatio 


WG 


9.12 




The Need For Speed 


Electronic Arts 


AC 


9.12 




Relentless 


Electronic Arts 


AD 


9.12 


46 


Ecstatica 


Psygnosis 


AD 


9.09 


47 


Merchant Prince 


QQP 


ST 


9.08 




Heretic 


id Software 


AC 


9.08 


49 


Might & Magic: Clouds of Keen 


New World Computing 


RP 


9.07 


50 


Under A Killing Moon 


Access 


AD 


9.04 





GAME 


COMPANY 


TYPE 


SCORE 


51 


Caesar II 


Sierra 


ST 


9.00 




Tanks 


SSI 


WG 


9.00 




VGA Planets 


Tim Wisseman 


ST 


9.00 


54 


Ravenloft: Stone Prophet 


SSI 


RP 


8.98 


55 


Tigers on the Prowl 


HPS Simulations 


WG 


8.97 


56 


The Grandest Fleet 


QQP 


ST 


8.96 




Perfect General II 


QQP 


WG 


8.96 


58 


Legend of Kyrandia 3 


Virgin 


AD 


8.94 




Transport Tycoon 


MicroProse 


ST 


8.94 


60 


PGA Tour Golf 486 


Electronic Arts 


SP 


8.93 


61 


Phantasmagoria 


Sierra 


AD 


8.91 


62 


Mortal Kombat 3 


GT Interactive 


AC 


8.89 


63 


Riddle of Master Lu 


Sanctuary Woods 


AD 


8.88 


64 


Descent 


Interptay 


AC 


8.86 


X 


Incredible Toons 


Dynamix 


CP 


8.86 


66 


Incredible Machine 2 


Sierra 


CP 


8.85 


67 


Hexen 


Raven Software 


AC 


8.84 




Hornet 


Spectrum HoloByte 


SI 


8.84 


69 


Arena: The Elder Scrolls 


Bethesda 


RP 


8.83 


70 


Carriers at War II 


SSG 


WG 


8.82 


71 


Serf City 


SSI 


ST 


8.80 


72 


Harpoon II 


Three-Sixty Pacific 


WG 


8.78 


73 


Front Page Sports Baseball 


Dynamix 


SP 


8.76 


74 


Star Trek: TNG, Final Unity 


Spectrum HoloByte 


AD 


8.75 


75 


Genghis Khan II 


Koei 


WG 


8.74 


76 


Hardball 5 


Accolade 


SP 


8.72 




1830 


Avalon Hill 


ST 


8.72 


78 


Hardball IV 


Accolade 


SP 


8.70 


79 


Buried In Time 


Sanctuary Woods 


AD 


8.65 


80 


Wolf 


Sanctuary Woods 


RP 


8.64 




King's Quest VII 


Sierra 


AD 


8.64 


82 


Superheros of Hoboken 


Legend 


AD 


8.62 


83 


1942 Pacific Air War Gold 


MicroProse 


SI 


8.61 


84 


Magic Carpet 2 


EA 


AC 


8.51 


85 


Apache 


Interactive Magic 


SI 


8.50 




Werewolf vs. Comanche 


NovaLogic 


SI 


8.50 




The Horde 


Crystal Dynamics 


AC.ST 


8.50 




Death Gate 


Legend 


AD 


8.50 


89 


Star Trek: Judgment Rites 


Interplay 


AD 


8.49 


90 


FX Fighter 


GTE Entertainment 


AC 


8.46 


91 


1942 Pacific Air War 


MicroProse 


; SI , 


8.45 




Stonekeep 


Interplay 


RP 


8.45 


93 


Dark Legions 


SSI 


AC 


8.43 


94 


Lords of the Realm 


Impressions 


ST 


8.42 


95 


Sim City CD-ROM 


interplay 


ST 


8.40 


nc 

3D 


Cyclemania 


Accolade 


AC 


8.37 


97 


Rebel Assault 


LucasArts 


AC 


8.35 




Hand Of Fate 


Westwood Studios 


AD 


8.35 


99 


Loderunner 


Dynamix 


ST 


8.31 


100 


Romance of Three Kingdoms III 


Koei 


ST 


8.29 



Games on unnumbered lines have scores equal to the line above. ^ = Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, SI = Simulation/ £ 
Combat, ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame. 
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MARTIN CIRULIS 



What s the Dea 
With... n 
Reviewing? 



By Martin E. Cirulis 

It's the day after New 
Year's as I write this. 
While the hangover 
finally fades, and the 
last of the holiday visits 
become merely chaotic 
memories, I have time 
to ponder a conversa- 
tion that came up a least a half-dozen 
times over the past couple of weeks. 

You all know how the holidays 
are. You end up at endless little 
gatherings talking to people you 
haven't seen since last Christmas 
(at least). The usual topics come 
up: "How are the kids?" "Cold 
enough for you?" and, inevitably, 
"How's work?" Well, when you write 
for a living, the work guestion gets 
a little complicated, but eventually I 
mention that one of my gigs is 
reviewing computer games. Now, if 
I'm talking to someone familiar with 
our odd little hobby, their expres- 
sion is one of unconcealed lust and 
envy, and usually followed by, "Free 
games.. .cool! I wish I could get a 
job like that." 

In the spirit of the holidays, I usu- 
ally smile back and say something 
humble and encouraging, instead 
of cackling madly while I count off 
the number of copies of 
MechWarrior 2 I've received. But 
after a few of these exchanges and 
some of the more glib on-line com- 
ments I've been reading of late, I've 



begun to wonder if maybe some- 
body shouldn't clear up what this 
whole deal is about and point out 
that it isn't a bed of virtual roses. 

Now, don't get me wrong, review- 
ing isn't exactly like getting up at 6 
a.m. to dig ditches or lug forty- 
pound boxes of paper around a 
warehouse. It's pretty sweet for the 
most part-but it has tedium and 
agonies all its own. 

I won't even bother getting into 
the actual writing; I'll just leave 
hopefuls out there with the thought 
that spending countless hours play- 
ing games gives you the back- 
ground knowledge to do the job. 
But it helps to have spent countless 
hours reading, everything from 
cereal boxes to Asimov to 
Shakespeare, if you want to be able 
to write about what you know in a 
way that will keep somebody awake. 

And of course, there is the sheer 
work of playing a game from begin- 
ning to end in just two or three 
weeks. Yes, I said "work." Oh, I can 
hear you snorting out there, but 
think about it for a moment. The 
time I spend on a Commano & 
Conquer is a treat, but imagine, for 
a moment, having to put the same 
time into the likes of TekWar or the 
first version of Outpost. 

But the highest price to pay for 
doing this job professionally is that 
it takes some of the fun out of the 




whole thing. You eventually lose 
your ability to play something just 
for the heck of it without a part of 
your brain noting the pros and 
cons. Like a musician who can't 

►a Free 
games...cool! 
I wish I could 
get a job like 
that, yy 

turn off their critical ear for a night 
of clubbing, you can't have a simple 
opinion about a game. "This sucks" 
is okay when you're a lucky con- 
sumer, but when you have to have a 
half-dozen reasons for every feeling 
about a game, just in case some 
rabid PR Rep cries "foul," it takes 
the simple pleasure out of things. 

Of course, this kind of noble sac- 
rifice of gaming pleasure and hard- 
earned writing skill feels completely 
wasted the first time you come 
across some Net-wit going on and 
on about how a magazine you've 



written for is pointless to read, 
because "we all know that the 
reviews are slanted toward big com- 
panies/advertisers." Apart from how 
incredibly insulting that sort of 
twaddle is, it is ironic beyond belief. 
Not only have I never had the gist of 
a review tinkered with by any Editor 
I have worked for (in CGW or oth- 
ers), but the only time I have been 
tempted to "go easy" on a game is 
when it is from a small company. I 
honestly feel bad when I know I am 
about to do harm to a small soft- 
ware house-a house that probably 
tried its best, with limited 
resources-by telling the public that 
only a demented Yak would enjoy 
their game. If that's the truth, then I 
have no choice but to give you folks 
the bottom line. Sometimes that 
doesn't make it feel any better. 

I'm sure most of you are not in 
tears over the plight of the comput- 
er game reviewer, but as you go 
through the scads of critical, accu- 
rate and sometimes even entertain- 
ing reviews you find month after 
month between these pages, spare 
the odd thought for the writers. 
Sure it's cool, but it's not all just 
free games. % 
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You need control up there. Interacts line of high-end controllers are the tools that can help 
maximize your firepower and make complex aerobatics easier to execute. It's hard to imagine 
what life was like before controllers this good were available. But it couldn't have been pretty. 




Flight Force 
Fire Control System™ 

Combine this powerful, metal-base 
unit with any joystick to add 36 
special programming slots to your 
weapons arsenal! Includes four- 
position tension-wheel throttle, LED 
indicators, and a multi-viewer key! 





PC Flight 
Force Pro™ 

This stick's spring mechanism utilizes 
revolutionary compression technology to give 
you top performance and durability! Equipped 
with four fire buttons, auto-centering, and X and 
Y- axis trim controls! A metal base provides 
extra stability, and calibration software allows 
total customization to your favorite sim! 
Circle Reader Service #201 

Check out the Interact Web Site at: http://www.interact-acc.com 



PC ProPad 4™ 

Master arcade-style PC games 
with four fire buttons, two auto-fire 
modes, and smooth eight-way 
directional control! 



PC PROPAD 4, FLIGHT FORCE FIRE CONTROL SYSTEM, and FLIGHT FORCE PRO are trademarks of Interact Accessories, Inc 
© 1996 Interact Accessories, Inc. All Rights Reserved. Interact Accessories, Inc. A RECOTON COMPANY 




